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Call of Duty:l ti 


Hands-on with CoD's 
Incredible return! . 


Halo w. 
Guardians 

Has The Master '' 
Chief gone to -- 
the dark side? 


ALSD INSIDE! 

MORTAL KOMBATX REVIEWED 
LEGO TAKES ON SKYLANOERS! 
^ STATE OF DECAY REVIEWED 
CALL OF DUTY MAPS RATED! 
HANDS-ON WITH SWQRDY 


BEST STAR WARS 
MOMENTS IN XBOX 
HISTORY! 


universe to Xbox One 
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EDITOR'S LETTER 

Welcome to a new hope for Xbox One 

id the teaser for The Force 
Awakens get you excited? Then 
the first glimpse of Battlefront 
must have sent your mind into 
hyperdrive. The great news? 
The game behind the trailer is as every 
bit as flash as you'd hope. Our man 
says it'll do for Star Wars lovers what 
Isolation 6\6 for Alien fanatics. 

This is but the tip of 




"BATJlEFROtrrmil do for star 
WARS LOVERS WHAT ISOLATION 
DID FOR /vyev FANATICS" 


an exclusives iceberg: 
we've also played Guitar 
Hero Live, Call of Duty: 
Black Ops III and seen the 
announcement of a new Deus Ex. If this 
is what happens before E3, imagine 
what awaits at the event itself. 


n«t1hew,castle@futiirenetcom 
LIVE OXM Pesto TWIHER (5)mrbasiLpesto 


Meet the... OXM CONTRIBUTORS 




Alex Dale 

Deputy editor 


Live ChocoboOfOoom 

Twitter @ 

SporadicDaler 

After spending last 
month in transit 
between Canada and 
San Fran, Alex was just 
glad to be in the office, 
and just wouldn't shut 
up. So we sent him to 
LA to seeCoD. Imagine 
Activision's surprise 
when he got there. 


Joe Skrebels 

Community manager 

Live OXM Joe 

Twitter @2plus2isjoe 

Website wizard Joe 
performs acts that 
us paper-bound 
magazine mortals 
can only describe 
as sorcery. Three 
days after we posted 
a letter to him, he 
somehow summoned 
his reply on our phone 
screens. Warlock! 


Emma Davies 

Production editor 

Live OXM Emma 
Twitter @emcetera 

Emma wowed the 
team this month with 
her peanut butter, 
jam, shellfish and egg 
cookies. A curious 
combination of 
flavors, and one that 
just happened to 
coincide with the 
rest of the team's 
allergies... 



Paul Taylor 

Editoo OXMAU 

Live Pa ulus McT 


Twitter @mynameispt 

Not content with 
swimming across 
Sydney harbour 
or whatever, our 
third-fave Australian 
member of OXM (Joe is 
part-Aussie and Emma 
does a good accent] 
drove to the middle of 
Oz on a bike. Because 
reasons. 
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THE MASTER CHIEF COLLECTION 



J 

# 

The definitive Halo experience brings The Master 
Chief s entire story on one console for the first time 
ever. Plus, get the new digital series Halo: Nightfall 
and access to Halo 5: Guardians Multiplayer Beta. 
Pre-order now at xbox.com/Halo 


wnim 



Blood and Gore 

Language 

Violence 


ansvnsi 



*Halo: Nightfall: 5 episode live-action series is streaming only, and will initially be 
available on a weekly basis, and then on demand. Xbox One or Windows 8.1 and 
broadband internet required; ISP fees apply. Halo 5: Guardians Beta: Game disc 
required. Limited-time beta starts December 27, 2014, and ends January 22, 2015. 
Must be 17+. Xbox One, broadband internet (ISP fees apply) and Xbox LIVE Gold 
membership (sold separately) required. Halo: Nightfall and Halo 5: Guardians 
Beta dates, content, and features subject to change. See www.xbox.com/halo 
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PLAY MORE. 

DELETE LESS. 


INSTANTLY ADD MORE STORAGE 
TO YOUR XBOX ONE™ GAMING SYSTEM. 



My Passport®X 

Gaming Storage 

Expand your Xbox One gaming experience with My Passport X from WD®. Connect this 
portable and powerful drive to Immediately add more storage capacity to your system. 
Built around a high-quality WD drive, My Passport X Is performance tweaked to meet 
the desires of serious gamers. Play on! 


Microsoft Corporation does not endorse or authorize this product. 

WD, the WD logo and My Passport are registered trademarks of Western Digital Technologies, Inc. in the US and other countries. Xbox One is a registered trademark or trademark of Microsoft Corporation in the US and/or other countries. 
Product specifications subject to change without notification. © 201 5 Western Digital Technologies, Inc. All rights reserved. 









XBOX NEWS, ANALYSIS, CULTURE, OPI 


Thanks to experimental sub- 
dermal technology. Black 
Ops III gives you 
unparalleled control over 
your soldier's physiology. 


Four-player co-op, emergent Al 
and multiple pathways - meet 
Black Ops III, the game that 
tears Call of Duty's linear 
corridors wide open. 
< And we've played it! 






New game from Creed creator 

Off the radar since the Ubi/THQ legal saga 
over Amsterdam: 1666, Patrice Desilets 
has re-emerged to reveal Ancestors: The 
Humankind Odyssey - a triple-A episodic 
adventure that'll tell the story of all 
mankind. Thinking small, eh, Pat? 


Dead Island 2 delayed? 

Yager's sunny Dead Island seguel was 
supposed to be out around now - but it's, 
er, not. That's because it's been 
delayed to September, according to 
various sources. Dying Light will have 
to do in the meantime. 


//FOR THE FIRST TIME IN SERIES 
HISTORY, YOU CAN COMPLETELY 
CUSTOMIZE YOUR CHARACTER FOR 
THE SINGLE-PLAYER CAMPAIGN// 





! 


f 

1 



M essing with people's minds has always 
been a hot topic for Treyarch's Black Ops 
series ("The numbers. Mason! What do they 
mean?"), and Black Ops Ill's cryptic reveal 
suggested its new-gen debut wasn't exactly 
ready to turn over a new leaf. In early April, 
players who logged into Black Ops //were 
surprised to discover that their dusty, two-year-old game 
had received an update. Further probing found that Treyarch 
had littered numerous multiplayer maps with mysterious 
codes. When scanned into Snapchat, they took us to an 
account belonging to a 'Dr Salim' - each code flashing 
up disorientating imagery overlaid with the same kind of 
numbers that bothered the insides of erstwhile series 
protagonist Alex Mason's brain. 

We say 'erstwhile', because Mason's been given the boot 
it seems, and replacing him is... you. For the first time in 
series history, you can completely customize your character 
for the single-player campaign, using one of nine loveable 
rogues as your base template. More on those guys later. 

But for now, know that the more things change, the more 
they stay the same. Our single-player demo begins with our 
character blacking out as disturbing images flash before 
their eyes. The numbers. 

We're on Ramses Station, an imposing military outpost 
towering over the dunes of Cairo. It's 2025, shortly after 
the traumatic events of Black Ops //, and Ramses is one of 
hundreds of bases erected by the Allied Nations to ensure 
their civilians' safety in the event of another mass drone ® 


/ 


/ 
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Phoning it in 

Another batch of new features is heading to your Xbox 
One Dashboard soon - including the ability to turn your 
console on with your (Windows) phone. 



>> hack. We're there to interrogate a 
prisoner - a certain Dr Salim! 

We're about to enter his cell when, 
as sure as night follows day, we suffer 
another blackout, and when we come 
too, we find Salim has escaped and 
Cairo is under attack. Grr! 

It's in combat that we see how the 
world has learned to defend itself - 
by reinvesting in the troops on the 
ground. True to Black Ops form, this 
involves messing with their minds. Top- 
tier soldiers are infused with a Direct 
Neural Interface (DNI) - a sub-dermal 
technology that plugs directly into 
the spinal column and gives the host 
complete control over every aspect of 
their physiology - from healing to co- 
ordination to their levels of adrenaline. 

HUD'S UP 

And this translates to complete 
command over the battlefield. These 
bio-augmentations also allow the 
soldier to integrate seamlessly with 
tech on the field - creating numerous 
possibilities. From a radial menu, for 
example, you can remotely hijack an 
enemy drone and turn it against its 
masters, while your HUD systems relay 
information about your surroundings 
directly to your eyeballs. At one point, it 
informs us that the ground underneath 
an enemy jeep is structurally weak - 
we toss a few explosives in its direction 
and the earth swallows it whole. Ha! 

10 / THE OFFICIAL XBOX MAGAZINE 


Meet the Spike Launcher - 
no vehicle con withstand a 
direct hit and survive, not 
even whatever this thing is. 

Battling through Cairo, two key 
differences to previous CoD campaigns 
stick out like a sore trigger finger - 
firstly, on top of terrorists, you have to 
deal with bipedal enemy robots. These 
enemies are not only more tenacious 
than their fleshy counterparts (blast 
their legs off and they'll keep coming), 
but they're also far less concerned 
with self-preservation, content to 
charge at you suicidally in the hope of 
overwhelming you. On the plus side, 
they collapse into a nice, satisfying 
heap of nuts and bolts when shot at. 

It's also readily apparent that the 
new battlefields are far wider and more 


expansive than the linear corridor 
environments the series is famed for. 
It's gone big for a good reason: the 
return of co-op. Up to four players can 
play through the campaign missions 
together, with the Al adapting to 
the increased number of players by 
anticipating being flanked. But while 
the environments may be vast, there's 
no chance of solo players getting 
lost in them - every aspect of player 
locomotion has been reworked to allow 
you to cover large distances in the 
shortest amount of time possible. 

These changes are most pronounced 
in multiplayer, where even a second of 
wasted motion can prove deadly. One 
of the least sexy changes proves most 
valuable: instead of having to press a 
button to leap over a ledge, if you run 







R2-Dpads now on sale 

Three licensed Star Wars pads have hit US shelves. 
Themed after R2-D2, Darth Vader and a Stormtrooper, 
they go for $50 a pop. 



Look, we're not military 
design experts, but that 
seems a very inconvenient 
place to put an emblem. 


toward it and jump you'll auto-mantle 
over it, all the while being able to aim 
and shoot. It feels natural, intuitive 
and encourages you to quickly dart in 
and out of interiors in an attempt to 
outflank the enemy. It should always 
have been this way. 

Up next, thrust jump. It's more 
flexible than Advanced Warfare's Exo 
Boost; each leap is governed by an 
analogue power meter, so you can do 
one big leap, or a series of tiny flutter- 
jumps. Jump at an angle into a sheer 
wall and you can wall-run across it - 
a speedy way to transition from high 
ground to low without losing a step. 

Elsewhere a powerslide replaces 
the popular but unwieldy 'dolphin dive' 
- allowing you to shoot while diving, 
and even scrabble round right-angled 
corners. And for Black Ops Ill's final 
trick... would you believe, swimming? 
That's right - on certain maps, you 
can take a shortcut by diving straight 


into the blue stuff - but your high-tech 
bio-augmented suits don't include 
oxygen packs, apparently, so best not 
to linger underwater. 

In another example of how Black 
Ops Ill's single-player and multiplayer 
worlds converge, in multiplayer, you 
build your 'Pick 10' class around one 
of the nine base characters from 
the campaign, each of which has 
two abilities to pick from. This ability 
constantly recharges, even if you do 
absolutely squat, but building up a 
scorestreak accelerates the process. 
The four operators announced thus 
far are Rain (mardy Russian who 
slams down onto the battlefield with 
his 'gravity spikes', making it rain 
scorestreaks). Seraph (assassin with 
a robotic arm that enables her to fire 
an ultra-powerful revolver). Outrider 
[Assassin's Creed reject with explosive 
arrows) and Reaper (killer robot who 
can 'glitch' back in time five seconds - 
invaluable if you've been rumbled). 

All these myriad skills and 
movements have been designed so 
that they can be chained together 
almost indefinitely, like a scene 
from fantastic but entirely fictitious 
game Tony Hawk's Pro Shooter. Once 
mastered, you can see Black Ops III 
for what it is - the most kinetic Call of 
Duty game yet, and one that, through 
boost slides, mid-air direction changes 
and abilities that let you warp back in 
time, subverts the series wonderfully 
by giving you the power to mess with 
someone else's head for a change. 
ALEX DALE 


//JUMP AT AN ANGLE INTO A SHEER 
WALL AND YOU CAN WALL-RUN ACROSS 
IT - A SPEEDY WAY TO TRANSITION FROM 
HIGH GROUND WITHOUT LOSING A STEP// 



About the difficulties of representing 
blindness in visual form. 


es. 
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That when this baby hits 88mph, our 
wallets won't know what's hit 'em. 




What to expect from a return to 
Mars. Hint: nothing pleasant. 


New combat info that's making 
the wait for Bats excruciating. 
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XBOX ONE 


Open it up in a truly massive open-world. From day to 
night, dirt to pavement. Connect and race with friends 
in the most realistic— and unreal— driving game out 
there with more than 200 of the world s greatest cars. 
Get the demo now on Xbox One. 


Features and requirennents subject to change. FeatuT?5i|H||^etweeTT Xbox 360 and Xbox One version of game (ea.ch sold separately). Xbox One games for usej)nly with Xbox-One systems. Games made focXbox 
360 will not work on Xbox One. Xbox LIVE Gotd nnembershi^^d separately) required for online multiplayer; multiplayerMaetween Xbox 3B0 and’^ox One not supported. On^ox 360, some cars require dovvnToad 
from Xbox LIVE (ISP fees apply) and a hard drive. Fbr Xbox 360 4GB, Arcade and Cor&xonsoles (hard drive sold separately). Demo available for Xbox One only. Download from Xbo>rtfVfe 12GB required. ISP fees apply. 
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YOU WANT THE TRUTH? 


BIG GAME 

hunting 


Hero or villain? Halo .5: Guardians' new 
teaser casts the Chief in a whole new light 


H 


I alo's never existed without 
I a pre-game warmup. Combat 
Evolved arrived in a cloud 
1 of "this game will change 
M J everything, including but 
not limited to your life, the FPS genre 
and the names of your pets" hype. The 
second game's infamous ARG involved 
sending various games journalists 
jars of honey that led them down an 
internet rabbit hole. Halo 5: Guardians 
is taking another new approach. 


Centered around a Tumblr page called 
Hunt the Truth, it's aiming to clear up 
some mysteries land create a whole 
load of new ones] about the new 
game's conspiracy-laden storyline. 
There's Spartans hunting Spartans, 
the Arbiter's hanging about for some 
reason, and everyone's calling ol' Chief 
a traitor all of a sudden. What the hell's 
' going on? We've put together a timeline 
■ of Hunt the Truth's most interesting 
developments so far. 


HUNT THE 
TRUTH PODCAST 


The spiritual center of the whole 
campaign is this weekly padcast, a 
remarkably accurate impressian af last 
year's true crime sensation. Serial. 
Presented by a character from a story 
in the Halo Graphic Novel, photographer 
Benjamin Giraud, it has sa far cavered 
Tahn-117's upbringing an a remate calany 
planet, its glassing by the Cavenant, 
and started ta scratch the surface of 
his abduction to be turned into the 
super-soldier we know today. It'll bej 
appearing every Sunday until E3. 




documents 
OF NOTE 


BOXART CLEVER 


The neatest bit of 
retrofitted lore 
so far has been^ 
the "revelation'' 
that the image we 
know as Halo 2's 
boxart is in fact 
a propaganda photo 
taken by Giraud 
during the battle 
of New Mombasa. 
It's another way 
of showing off how 
Halo 5 aims to be 
0 reexamination of 


Chief's exploits - 
not least beoause 
Hunt the Truth 
shows just how 
muoh that photo 
was dootored. What 
3A3 is saying - 
and we might be 
over-analyzing 
- is that we're 
all mindless 
oonsumerist slaves 
who'll lap up 
any narrative 
given to us. 


It's worth returning to 
the Hunt the Truth Tumblr 
page every now and then to 
oheok what Giraud (or, you 
know, a gigantio creative 
ods team, if you have no 
sense of romanoe] has been 
posting up between podoasts. 
So far there have been death 
notioes for Master Chief , 
emails from ONI, postoards 
from Saturn sent by retired 
UNSC Navy offioers and, as 
you oan see from oreepy 
evidenoe on your right, a 
ohild's diary entry about 
3ohn-117's childhood death 
(isn't it weird that future 
devioes always look worse 
than, like, an iPad?) . 
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Oddworld sequel being remade too 


New 'n' Tasty's visual overhaul of the original Oddworld wowed 
our critic on page 67, making us very happy to hear that the 
1998 seguel, Abe's Exoddus, is getting o similar treatment. 

r 
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DOWNERS 




STAR MAPS 




This is either Hunt the 
Truth's biggest unsolved 
mystery, or its least 
intentional red herring. As 
the Tumblr appeared, fans 
began to notioe a series of 
diagrams in the baokground of 
publio and hidden webpages. 
When interlooked, these 


diagrams seem to show oharts, 
reminisoent of star systems. 
There's been no real consensus 
on what that oould mean just 
yet - or if it means anything 
at all - but considering 
the upooming game's foous 
on Halo: Nightfall lead 
Agent Looke traoking down on 
AWOL Chief, it doesn't seem 
unlikely that they'd be our 
old hero's possible looation, 
or planned esoape route. 


It 


This month's 
temperature, taken 

WHAT'S HOT? 



DEUS EX: MANKIND DIVIDED 

The long-rumored sequel to Human 
Revolution was finally announced. And 
you can play this one without killing. 



DYING LIGHT'S APRIL 
SUPERPOWERS 


For April fools, Techland let you kick and 
punch zombies ridiculous distances. 



MORTAL KOMBATX 
QUITALITIES 

MKX punishes rage-quitters by 
exploding their characters' heads. 


WHAT'S NOT? 
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GUITAR HERO LIVE 

There's a new Guitar Hero coming, but 
it won't be backwards compatible - 
prepare to buy the instruments again. 


as 



MORTAL KOMBATX 
FATALITIES 


Finding MKX Fatalities too tricky? You 
can pay real cash to make them easier. 
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EASTER EGG According to the World Hec 1 Organization, there a 3 an estimated 285 m ion' suaiiy impaired people woridv de. 



THIS MONTH: 

HOW TO MAKE A GAME 
ABOUT BEING BLIND 

Videogames con open up a world of new experiences - 
just power fantasies. Sherida Halatoe explains haw 


not 






As Rae explores 
the world 
around her, she 
realizes things 
aren't always 
what they seem. 




***V/,, 



1 Speak to 

relevant people 

I spoke to many blind 
people during the making of 
Beyond Eyes, and also kept 
in contact with the National 
Institute of the Blind here in the 
Netherlands, where I live. It let 
me better understand what it is 
to be blind, and ensure that was 
reflected in my game’s design. 

2 Gain new insights 

One woman told me how to 
tell when she’s near a wall; 
she extends her hand and listens 
for the way the sound changes 
around her. With her senses 
heightened, she can use this to 
identify the space around her. 

3 Appreciate different 
experiences... 

My first question was: 
what’s the difference between 
being blind from birth, and blind 
from an early age? I had several 


prototypes for a game based 
around a protagonist who was 
blind from birth, but they were 
purely based on touch and sound. 
It was much more abstract and a 
lot more intimidating. 

...but stick to one 

I decided it’d be easier 
I for players to relate to a 
character who lost their sight from 
an early age. That way, there’s 
more a direct link for the player, 
as they both know what, for 
example, a ‘scarecrow’ looks like. 

5 Recognize the 
contradiction 

It was very challenging to 
depict blindness in such a visual 
media as videogames. Also, it’s 
kind of ironic because it’s such 
a pretty looking game about 
a condition that has no visual 
representation. 


BACKGROUND 

CHECK 

NAME Sherida Halatoe 
JOB TITLE Founder, tiger S 
squid 

BIO Netherlands-based 
Halatoe graduated with a 
Bachelors degree in Game 
Design back in 2011. Her 
graduation project was an 
early prototype of a blindness 
simulator that would later 
go on to become Beyond 
Eyes. After graduating, she 
opened her own studio, tiger 
S squid, which is currently 
working on numerous 
projects, all of which 
focus on unique art styles, 
emotion-driven gameplay 
and different aspects of 
human psychology. 


6 Pick an art style 

I was really inspired by 
watercolor paintings in 
traditional media. I liked the 
idea of a game where you have 
to explore, and of course being 
blind, nothing is there so the 
whole game is about exploring 
and finding new ways to interact. 

7 Try it for yourself 

I went to a museum in 
the Netherlands called 
MuZIEum because it’s run by 
blind people ['zie’ means ‘see’ 
in Dutch - Ed]. It’s this whole 
experience where you get put 
in the dark, you get a cane and 
there’s a blind or visually impaired 
guide telling you about all these 
challenges and how you have to 
listen for sounds and subtle cues. 

8 Listen to feedback 

I met a person at GDC last 
year who told me that she 
had been blind for most of her life 
and only just got her sight back. 
When I showed the road section, 
she said the way the world 
unfolds slowly before you really 
reminded her of that time, like 
how she would have interpreted 
the world back then as well. 

9 Scale up... 

Until January it was just me 
working on the game. It had 
the same aesthetics but it was a 
lot more simple, because I tried to 
keep everything as manageable as 
possible. Now we have 12 people. 
So having a team behind me that’s 
so experienced helps to extend 
the scope of the game and allow 
for more professional touches. 

T ^ ...but keep it 
I I I scaled down 

We always tried to 
make the game as simple and as 
elegant as possible, so there’s no 
text, no dialogue. We kept looking 
at things we could do to make it 
as accessible as possible. OXM 
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Quantum Break delayed into 2016 

Remedy's timey-wimey shooter appears to hove 
stumbled into the time stutter that plaques 
its poor protagonists. Patience readers! 


DASHBOARD 



You con buy a 
'Starter Pock' for 
$100 on Xbox 360 
and Xbox One. 


LEGO OF MY WALLET 

Play as Marty McFly, Batman and Gollum 
in the Skylanders-esque Lego Dimensions 


T oys that interact with 

games are big business at 
the moment, so of course 
Lego was going to get in on 
the action. Following in the 
footsteps oi Skylanders, Disney Infinity 
and Am a bo comes Lego Dimensions 
- or "Lego Dimensions: Parents' 
Lament", to give it its full title. It's a 
smashy action game with a focus on 
co-op, starring an array of familiar-yet- 
blocky faces from your favorite films. 

The difference, of course, is how it's 
being packaged. Where Lego Batman 
would shove a vast range of DC heroes 
and villains, locations and vehicles 
into a single universe. Dimensions 


is much more bitty, breaking the 
experience up into various 'Team', 
'Level' and 'Fun' packs. These will bolt 
new areas, characters and rides onto 
Dimensions with 
the aid of cute 
miniatures that slot 
into the 'Toy Pad' 
base station, but 
will set you back 
$15 or $3D a pop. 

Is $30 too much 
for a few figurines, 
plus an in-game level, character and 
a couple of vehicles? That's for your 
wallet (or your parents' wallets) to 
decide, but Dimensions is drawing 


from an impressive assortment of 
licenses, including The Lego Movie, 

DC Comics and Lord of the Rings. 

More importantly, there's a level pack 
that adds Flill Valley from Back to 
the Future, along with Marty McFly, a 
DeLorean and a hoverboard. Flow is 
any 30-something human supposed 
to resist that? We'd kill for Lego Biff. 

We'll have to wait and see how 
the game actually plays, but that's 
Lego's trump card in the face of 

Skylanders and 
even Marvel: the 
huge number of 
iconic characters 
and settings 
at its disposal. 

If the fad isn't 
over by the time 
the game rolls 
out on September 27, expect kids' 
birthday and Christmas pressie lists 
to be swamped with Dimensions 
paraphernalia later this year. 


//A LEVEL PACK 
ADDS HILL VALLEY 
FRDM BACK TO 
THE FUTURE// 


YOU'RE FIRED! > QUOTES OF THE MONTH > BLAH BLAH > HE SAID WHAT? > YADDA 

'The beard grows os time “ 'I figured if I could find a 'I think we crafted a 

passes and when Geralt moves } way to take control of the big world with memoroble 
between looations. The beard gome, I could turn it into i oharocters. There's o lot of 
hos severol 'stotes' which I anything I wanted. If my 1 potential for us to go in and 
determine its length." ; ideas failed, nobody'd oare." : keep working on that tale." 

CD Projekt's Michat Platkow-Gilewski details ^ Hidetaka Miyazaki on the origin of the j Moon Studios' Thomas Mahler on a 

The M//fcher J's in-game beard growth. 1 Demon's/Dark Souls senes. i potential Or/ sequel. 


gf @0XM 
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EASTER EGG Skylanders has brought in more than $3 billion since 
launch, making this a shrewd move for Lego. 


IMPALE-Y CHRONICLE 



PARALLAX SCROLLS 
Since these are 2.5D 
mes, stages are made up 
layers you can swing in 
d out at certain points 
<e a dimension-ignoring 
zan. Parallax scrollint 
oks particularly tasty 
in India, with its 


GLEN-PARRY 
GLEN ROSS 
vLf" All the Assassin's Creed 
^ mechanics are here: Eagle 
•• Vision, map-uncovering, 

I leaping into hay bales like 
m a loon, and parry-centric 
P, combat meant as a last 
resort. Enemies' vision 
cones can also be 
manipulated with 
whistles 


EZIO TROT 
You unlock moves 
throughout the story, 
such as a running jump- 
stab and a mean between-the- 
legs upward slash. 

As a bonus, in the Animus 
tutorial, none other 
than Ezio Auditore 
appears as a pensioner 
to teach you. 


Scimitars, steam trains and sniper rifles: what to expect in the next 
two globetrotting episodes of Assassin's Creed Chronicles 


T he Assassins Creed 

universe is packed with 
stories, and Ubisoft 
aims to tell a trio of 
them with its Chronicles 
trilogy. The first episode is set in 
China and is out now - read our 
review on page 66. 

So where will the next two 
games send us? The second 
installment takes place in 
19th-century India during British 
imperial occupation. You play as 
Arbaaz Mir, a Kashmiri member 
of the Indian Brotherhood of 


Assassins. Where Shao Jun's 
escapades in China centered on 
bloodthirsty combat, Mir's much 
more comfortable traversing 
dangerous architecture - here, 
a crumbling cave filled with 
falling rock faces and brittle 
stalactites is just as much a 
threat as the red-coated British 
soldiers rocking rifles and 
handlebar moustaches. 

But Mir's no shrinking violet. 
Wielding a scimitar and chakram 
(a circular razor that can be 
thrown like an angry Frisbee), he's 


certainly capable of defending 
himself. Also, if he's anything like 
the Mir of Ubisoft 's 2013 graphic 
novel. Assassin's Creed: Brahman, 
he'll have a secret up his sleeve 
in the form of a hidden blade that 
can split into three. 

Chronicles concludes in a 
different country entirely - the 
third entry is set in 20th-century 
Russia, the era of smoke-belching 
factories, steam trains and sun- 
blotting industry. You play Nikolai 
Orelov, an Assassin who, in this 
universe at least, is responsible 


for the historic Borki train disaster 
and the Tunguska event. 

Ubisoft wants each chapter to 
have distinct character. While Mir's 
India is impressionistic, a bright 
watercolor world in which effects 
such as dirt or blood splotch on 
the screen like paint, Orelov's 
Russia is bleak, contrasting 
the sunny royal gardens of the 
previous entry with high-contrast 
urban environments. So, there 
you go: three episodes, three 
stories, one epic trilogy [dives 
into bundle of hay]. 
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All aboard Phil Spencer's E3 hype train! 

The Xbox head took to Twitter to reassure fans that "We should 
hove new exclusive IP at E3. I'm trying to moke this E3 more 
about 1st party than past E3s." Time for the Rare reveal, yes? 


//RED-COATED BRITISH SOLDIERS 
ROCK HEAVY RIFLES AND 
HANDLEBAR MOUSTACHES// 


PHOTOGRAPHIC 

MEMORY 

Ubisoft did its 
research. To achieve 
Russia's monochromatic look, 
the team studied black-and- 
white photographs, while 
the design of India is 
based on the neat-lined ^ 

* lithographs of TW 

the day. 


POMPEY AND 
CIRCUMSTANCE 
"This game was made by 
a multicultural team of 
various faiths and beliefs," 
says Ubisoft. That team 
extends to Portsmouth, UK- 
bosed Climax Studios, that 
of the excellent Silent 
Hill: Shattered . 

Memories. 




Fire the canon! 


Our top picks from the expanded Assassin's universe 


ASSASSINS 

c R t I D. , 

:^A 






ASSASSIN'S CREED: 
FORSAKEN 12012) 

A novel in journal 
form. Forsaken 
details the life 
of Assassin's 
Creed Ill's 
dashing Templar 
Haytham Kenway . 

He was always more 
interesting than 
Connor, anyway. 

ASSASSIN'S CREED: 
EMBERS (2011) 

A 20-minute 
animated film 
that neatly 
concludes Ezio's 
arc, post- 
Revelotions . 

Shoo Oun from 
Chronicles' first 
episode makes her 
debut here, too. 


ASSASSINS 


ASSASSIN'S CREED: 
THE SECRET CRUSADE 
( 2011 ) 

This novel, 

U.. 


y\SSASSIN5 


ASSASSIN'S CREED: 
LINEAGE (2009) 
Ezio's father 
Giovanni is 
dispatched to 
investigate a 
murder and ends 
up uncovering 
corruption in 
the Vatican. 

Watch it on 
YouTube for free. 


HOWTO 

SPEAK 

DEVELOPER 

Your guide to 
translating thase 
interview gems 


"They're not 
competitors . 
They're peers 
making a 

different game." 
They don't dies us, 
we don't diss them. 

Of course, if I 
happened to stumble 
across their lead dev, 
alone, hiking in the 
wilderness, and I just 
happened to hove a 
large rock in my hand... 


"The servers had 
some problems at 
launch because of 
the higher number 
of players than 
anticipated . " 

We knew that capacity 
would be an issue, 
but we didn't want 
to spend money on a 
problem that would 
only exist during the 
first two weeks. 


"The anline 
experience is a 
really interesting 
space - there's so 
much opportunity 
to experiment!" 

The internet is a 
funnel via which we 
con pour a stinking 
stream of effluent 
into your esophagus, 
while chittering about 
'consumer choice' . 


“ @0XM 
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UPDATES - NEW INFO ON THE BIG GAMES 



.UPDATE 

L J 


Mars, as we all 
know, is full 
of spiders. 
David Bowie 
even wrote an 
album about it . 


PUBLISHER FOCUS HOME INTERACTIVE / DEVELOPER SPIDERS / FORMAT XBOX ONE / ETA 2016 


Get your ass to Mars with Spiders' second sci-fi RPG 


Technomancer? I hardly 
know her. 

Very funny. It's a curious 
word, to be sure, and one 
that refers to a band of 
mystical super-soldiers 
able to harness the power 
of electricity. You play as 
a 'Mancer on the run from 
the secret police, who has 
to uncover his dark past 
while using his powers 
to pummel people and 
monsters alike into fine 
paste. It sounds a bit like 
the setup for Total Recall. 


It's set on Mars? Does 
the Beagle 2 feature? 

We can only hope 
so - and yes, like its 
predecessor. Mars: War 
Logs, this takes place 
on the Red Planet. More 
specifically a dystopian, 
post-disaster version of it 
full of hideous creatures, 
struggling survivors and 
not much water. Turns out 
H^O is even harder to come 
by on our neighboring 
planet than it is on post- 
apocalyptic Earth. 


So how's this different 
to War Logs? 

By the sounds of things. 
The Technomancer sWcks 
fairly close to the premise 
of the first game - which 
we loved so much we gave 
it a whopping, er, 6/10 
back in 2013 - featuring 
real-time brawling combat, 
crafting, magic electric 
people and aliens. It 
doesn't, however, star that 
game's brilliantly named 
hero, Roy Temperance. 
More's the pity. 


i only like games where 
I can make tough 
decisions. 

How incredibly specific. 
Happily, yes, you'll be 
able to make decisions 
- leading to one of the 
game's five conclusions. 
Spiders says the game 
will feature "dynamic 
conversation dialogue". 
The studio also makes 
mention of a 'dynamic 
crafting system' - maybe 
it just really likes the 
word 'dynamic'... 


Hang on, the 
development team is 
called Spiders? 

Yes. Yes it is. And pun- 
loving games journalists 
everywhere thank them for 
that. If the name seems 
familiar, you probably 
recognize it from a bunch 
of other ambitious RPGs 
released in the past few 
years, all of which came 
out to middling reviews. 
The most recent is Bound 
by Flame, but it also made 
2012's Of Ores and Men. 
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PUBLISHER CODEMASTERS / DEVELOPER CODEMASTERS / 
FORMAT XBOX ONE / ETA 2015 


OVERLORD: 
FELLOWSHIP OF EVIL 


Misery loves company 


Overlorcf? I know the name 
but can't say I played it. 

It was a Pikmin-\sh yarn that 
cast you as an evil dark lord 
who, as all good dark lords 
do, delegated his dirty work 
to a swarm of commandable 
gremlins. It was a neat idea, 
but was all a little bit 'yellow 
score box on Metacritic'. 


NetherghGls who serve the 
vanquished overlord of the 
earlier games. There's a co- 
op thrust that forces them 
to work together - the ice 
ghGl, for example, can help 
shield the others with his 
frosty barrier. 


Sounds a little twee to me. 
i thought Overlord yNas 
meant to have a bit of bite? 

Yep. The series is penned by 
Rhianna Pratchett who, as 
well as writing Tomb Raider, 
has her dad's (Terry) eye for 
daft fantasy comedy. In this 
tale, the minions, lead again 
by Gnarl, have been driven to 
the Netherdeep by a plague 
of goodness. It should be 
a fun twist on tired fantasy 
tropes - instead of hacking 
up brambles, you trash fields 
of flowers. Our only worry is 
that shifting the focus off of 
minions may hurt the game's 
defining character. 


Ah, i see. Will Fellowship of 
Evil drag it into the 'green'? 

Hard to call, as Codemasters 
has taken an axe to the core 
idea, reimagining Overlord as 
a faster-paced adventure. 

It looks like a garish take on 
Diablo, with fewer minions 
by your side but meatier 
moves of your own to help 
balance it out. Oh, and three 
fellow dark lords for support. 


Friendship? Don't dark lords 
balk at such flimsy ideas? 

These aren't fully fledged 
dark lords, you see, but four 


Who knew that evil frequented such brightly 
colored locations? They're giving it a bod name! 
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PUBLISHER WARNER BROS INTERACTIVE / DEVELOPER ROCKSTEADY STUDIOS / FORMAT XBOX ONE / ETA JUN 23 


BATMAN: ARKHAM KNIGHT 

The Batmobile lost its wheel and now there's a delay, hey! 


Delayed?! Why not just 
Batarang me in the face? 

It's tempting, but nah, we 
won't do that - how would 
you play Batman when 
the game finally launches 
on June 23? To distract 
you from these dark 
and troubling thoughts. 
Rocksteady has released 
almost eight minutes of 
new, secret-filled footage. 
This sounds like a job for... 
Official Xbox Magazinel 


Good, tell me about it 
while i drink the tears of 
my disappointment. 

The in-game segment. 
Officer Down, sees Batman 
search for a lead on 
Scarecrow, who plans to 
detonate a dirty bomb. 

We see Bats' swifter 
movement as he glides 
past the police department 
and seamlessly grapples 
onto overhanging wires. 
Then comes the combat... 


I Go on then, what's 
I changed there? 

j Complementing ramped-up 
sound effects and random 
infusions of super-slow- 
' mo are Bats' new moves. 

'Fear multi-takedowns' let 
^ you kickstart encounters 
i with takedowns of up 
I to three goons, while a 
i crowd-control grab sees 
5 you pirouette enemies 
; away from the herd for an 
1 uninterrupted pummel. 


Hold on, this makes the 
wait harder, not easier! 

And you haven't even 
heard about the awesome 
Batmobile chase yet. 
"Press LB to even the 
odds" flashes on-screen 
before Bats dives into 
his motor and screeches 
off, boosting and drifting 
around corners. After 
immobilizing a runaway car 
with immobilizer rockets, 
he interrogates the driver. 



"'You get a Batarang, and you get a 
Batarang - everybody gets a Batarang! 


I 

j 

I 

I 

i 

i 


i 

"'Tell me if you're about to die okay? I'm I 

not actually allowed to kill people." { 



Oh well, back to drinking 
my tears, I GUESS. 

But wait - there's more. 
The footage ends with a 
signature interrogation: as 
Batman hoists the criminal 
by his throat, he busts out 
a needle of Scarecrow fear 
toxin, forcing Bats to drop 
him like 190lbs of clothed 
meat. "If you're lying I'll 
break the other one." "The 
other wha-AARRGH!" 

That's our Brucie for you. 

In a neat detail, crims in 
the distance aren't waiting 
around for a pommeling 
like in Arkham City, but 
doing important criminal 
business, like jumping on 
cars and throwing rocks 
at windows. So there you 
go - bigger city, better 
combat, seamless 
vehicle transitions and 
dynamic interrogations, 
just to make the delay 
extra-difficult. 


22 THE OFFICIAL XBOX MAGAZINE 


WWW.GAMESRADAR.COM/OXM 



t 

I 

I 

I 

t 

[ 

t 


i 

! 

[ 


I 

I 

t 

[ 

E 

E 


i 

E 

I 

I 

E 

! 

E 

\ 


\ 

i 

i 


[ 


i 



es 


Love letters, death threats, 
and some stuff about 
games... your comments 
on the mag and on Xbox 


^facebook.com/oxmonline U@oxm ^oxm@f uturenet.com ^www. qamesradar.com/oxm ^ youtube.com/officialxboxmaq 


T he winds of change 
are blowing a veritable 
hurricane through our 
letters spread this month, 
what with debate over when Xbox 
needs virtual reality, apprehension 
over the fate of Black Ops an6 
Kojima-inspired speculation. Oh, 
and a bit of Kinect-dissing from a 
naysayer. But don't worry, we've 
got all the answers - so read on... 



Prize: Rabbids Invasion 

The best piece of correspondence ' 

wins a game from Matthew's goody bag . 


MISSED KINECT-ION 

Microsoft giving us a choice about whether or not to buy 
Kinect was right. I don’t buy the argument that there would 
be more Kinect functionality in games had it been kept as 
compulsory. Devs had plenty of time to come up with ideas 
for use in games last-gen, and it didn’t really go an)where. If 
someone comes up with a must-have use for the peripheral 
then I’ll buy one. I’m not holding my breath, though. 
Jasper Mills 

Well, thank heavens 0XM\s on hand to ease your Kinect 
ambivalence with this copy of Rabbids Invasionl 


m 




Back to the future 

Since the announcement of Call of 
Duty: Black Ops III, I’m even more 
convinced that the series is struggling 
to find what it wants to be. The Black 
Ops II trailer made it look futuristic 
and all about the new tech, but when 
multiplayer came along it looked like 
a normal Black Ops game with a few 
futuristic aspects. This is what leads 
me to believe the people behind the 
games aren’t really sure whether 
to move forwards in time or stay 
where they are - so have awkwardly 
put themselves in the middle. The 
Modern Warfare series was firmly 
replaced with Advanced Warfare from 
Sledgehammer, and it showed that 
the studio knew where the series was 
headed. I saw a picture of a guy in a 
Cryszs-like nanosuit on b. Black Ops III 
Instagram post. It scared me a little, 
because it almost seemed like it was 
following behind AW or maybe even 
trying to jump in front. 

Wazza Murphy 

The thing with series that put out annual 
installments is that they always need to 
add a new spin on things to keep the rot 


from setting in - and CoD is no exception. 
We certainly enjoyed tooling around with 
Advanced Warfare's novel future tech, so 
who's to say that looking forward won't 
reinvigorate Black Ops, as well? 

Is this the real life? 

Normally I think what Phil Spencer 
has to say regarding gaming is gold. 
He’s been what Xbox has needed for a 
while now and he’s doing a fantastic job 
putting it back in the running. However, 
I’m going to have to disagree with him 
on whether virtual reality is a ‘now 
thing’ for games. The VR revolution 
is already in top gear. The Samsung 
Gear VR is available on the market 
for the Note 4 and is a success. Oculus 
will release Consumer Model I in the 
next 12 months and the HTC Vive is 
already on the way. Games are already 
supported on the Oculus, and porting 
to other platforms appears easy 
enough. A decent VR experience does 
not require a beefy PC to enjoy - you 
can already do it on your cell phone. 

VR has a consumer presence and is 
growing. Valve knows this. Samsung 
knows this. Google knows this. Sony 
knows this. Only Microsoft is assuming 


FROM THE MOUTHS 
I O F GAMESR ADAR+ 

Excerpted comments 
from our website 


Wait, Belgium's national team play in 
red. Anderlecht play in purple. 0/10 
worst article ever.^^^^^^^^_ 


JimbobSonOfRiber doesn't get the 
point of our April fools article. 
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it’s not and is rolling the dice on the 
Hololens to be the real game-changer. 

Austacker 

Phil Spencer certainly hasn't denounced 
VR as something that could well be in the 
future of Xbox - he's simply said that he 
doesn't think it's an immediate priority. 
And we're actually inclined to agree with 
him. Tech such as the Oculus Rift or Vive is 
amazing (trust us - we've tried it) but it's 
by no means supported by all games, nor is 
it something we feel the majority of games 
are lacking. Great games? Bring 'em on! 

Koj-er and out 

I got into the MGS games a little late, 
but I still played through almost all of 
them. Sure, it’s convoluted, the voice 
acting isn’t always spot- on and it has 
some odd clothing choices for some of 
the characters, but Kojima really put 
some hard work into creating this 
series and the way ever5^hing comes 
together at the end, you have to 
appreciate the writing even if you’re 
not a big fan of the games. With all that 
hard work he put into Metal Gear, I 
can only imagine him wanting some 
rest and relaxation to try something 
different. If he does leave, I wish him 



the best of luck on what he tries next. 
He’s a talented man. 

Outofmanyone 

Even long before everything blew up, 
Kojima had been claiming in inten/iews 
that The Phantom Pain would be his final 
Metal Gear game, but he's been saying 
that for a good few games now. Maybe 
he is indeed keen for a bit of Snake-free 
time to himself - perhaps spent hiding 
in a cardboard box? - and we'd definitely 
be excited to see a brand-new franchise 
spring up from the bonkers brain of 
gaming's greatest auteur. 


This is, we'd 
presume, 
precisely what 
Ko] wants to 
spend his time 
not doing. 


//Kojima really put hard work 
into creating this series and 
you have to appreciate it// 


The Annotated... Deus Ex 

You tell us which Adam Jensen-esque body mods take your fancy 



MISSILE LAUNCHER 
[redacted - Ed]. 

Ethan Cook 


— If people 
^ keep standing 
in the middle of a 
shop aisle, the stun 
could be worth a few 
giggles. 

L Jacob Matthew 
ku Wood ^ 


Augmented 
[redacted - Ed]. 

Slayhteur Dalshthein 


Arms. Power 
[redacted - Ed] 
seems fun. 

Ninjy Tiger 


The arms. 

When someone 
* comes up thinking 
they're better than 
i you, you can fiash the 
k big robo muscies. 
^ Matthew Sands 




How about giving us more Xbox I don't get how he is floating... he Jensen died at the end of Human 

One storage. It's bad enough they is 'lir'ii iiii Revolution. I think it's safe to say 


require us to install disk gamiea^^^ 



^^^^_B^nal storage solutions are not 
enough to please shawkk^ 

rigorous standards when it [^ymenocerous did not lea 

comes to physics. scope for a sequel. 

ve 





Your best/least libelous ^ 
Twitter and Facebook replies 


If you want a good WW2 
story, you need a new 
Medal ofHonoii Or 
maybe Battlefield. 

Otman Abraham Rivia 

Can't you just let me play 
my 360 games on my $350 
Xbox One!? 

Josh Holden 

When Deus Ex messes 
with canon, everyone has 
no problem with it, but 
when Mass Effect does it, 
everyone has a fit. 

Garrett Stephens 

When the possibilities are 
endless quite often the 
reality is disappointing... 

Kirk 'Farquar' Faulkner 

Everyone complaining about 
CoD yet they still play it. As 
long as you don't suck, the 
game is fun to play. I love it. 

Kody Dotson 

I find it hilarious how often 
people who bash on CoD 
for lack of originality are the 
same that spend their time 
on CS: GD and are willing to 
pay hundreds of dollars for 
a random chance to get a 
weapon with different camo. 
Said Marin Hdz 

If I don't listen to Toxicity 
in full every couple of 
months, something is 
seriously wrong. 

Daniel Brown 

The Xbox was such a game 
changer!!! I still have it! Solid 
like a tank, heavy. When I 
bought it I really felt like I 
was buying a good piece of 
American technology! 

Pascal De Aguiar 

I thought I was reading it 
wrong to the point I had to 
read it twice. I am sorry but 
a side scrolling game? THEY 
CAN KEEP IT! 

Kevin Boylan 
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We make a hyperspace jump^elDS Angeles to see 
an early version of EA's |tamars: Battlefront reboot, 
masterminded by the creators of the Battlefield series 




t could almost be a 
seen© from Skyrfm. 
Individually animated 
ferns carpet the soil 
before us, brushing 
against huge redwood 
trunks that reach up 
through a verdant 
haze to rope bridges and fungal clumps 
of treehouses.The data! Us mervaious 
" dozens of butterflies swirt dreamily 
over Logs, sunlight splinters through 
dense canopy artd shadows dart 
across the hull of an Imperial AT-AT 
Walker as it stomps among contingents 
of Stormtroopers and Rebels, its 
giant ant's head sagging under a 
bombardment of proton bomba, and - 
well This definitely isn't Skyrim, 
though there are dragons ^ a sort to 
be found in the underbrush. 

Demonstrated to OXM in 
pre-alpha form at the Star Wars 
Celebration in Anaheim, California, 
DICE'S first BaUtefronf gams is 
what happans wher^ you taka a 
world-class teem of artists 
and programmers - all fuli- 
blooded Star Wars nuts - and 
unleash them on cinematic sets 
and props most of us know so 
intimately we could draw them with 
our feet. It's a fearsoma show of 
engineering muscle, applied to a movie 
franchise that Like excels 

at both scale and texture. Stunning to 
behold? You bet. But then again, the 
new has a lot to prove. 

Nams tha system 

Created by now-defunct Pandemic, 
the studio behind Marcer^artBB, this 
once -acclaimed multiplayer shooter 
series has been missing in action on 
Xboxfor a decade. Fans have been 
treated to disappointment after 
disappointment, as studio upon 
studio has failed to deliver the much- 
demanded three quel TmaSplitterB 
household Free Radical almost went 
the distance In 2008 - (mpresstve 
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"IT'S COMPLETELY 
REBUILT - IT'S 
NOTA VERSION OF 
ANOTHER GAME 
WE HAVE MADE" 


Battlefront eschews 
Battlefield' s trusty five- 
man squad system in place 
of a new Partners feature. 
It allows two players to 
spawn on each other to 
save traveling time, team 
up easily online and see 
each other on their HUDs. 
Oh, and share everything 
they've unlocked without 
restriction. This latter 
feature could lead to more 
community-spirited play, 
but on the other hand, if 
the newbies can fast-track 
the progression system by 
making friends among the 
elect, won't that penalize 
those who'd rather battle 
on their own? And will it 
be possible to coordinate 
large groups of units, 
as with Battlefield' s 
Commander feature? There 
certainly seems to be need 
for concerted teamwork in 
Walker Assault mode - you 
won't last long against 
those AT-ATs if everybody 
tries to take them out 
single-handed . 


You can seemingly 
play as non-humans, 
but we haven't seen 
this in-game. 


‘Jfe 
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FORCE COMMANDER 


How much do es this gome owe 
0 Battlefield series? 


we re not taking into 
account what we've done 
before, because I think that 
would be disrespectful to 
the fans, and to what we're 
trying to achieve here. A 
lot of the things you saw 
in the game have nothing to 
do with anything we've done 
before. Some features of 
course resemble [our other 
shooters], because we want 
to make the best possible 
shooter, but in general 
we've tried to do something 
completely unique. 


Have you taken inspiration 
from any of the abandoned 
Battlefront pro]ects?j 


How will you avoid 
overpowering the Villain and 
Hero characters? Darth Voder 
looks pretty formidable. 


It s up to us to find the 
balance. He needs to be 
super-powerful, but not 
overwhelming. That's the 
Holy Grail of making fun 
games - how do you balance 
things out? 


How will you ensure the AI 
for Missions modes feels 
realistic, comparable to 
whaFpeople will facelin MP? 


Well, it's not supposed to 
feel like a multiplayer 
game per se. For us, it's 
more a question of getting 
the enemy AI behaviors to 
fit with how the characters 
behave in the movies - 
what do Stormtroopers do 
when they attack the Rebels? 
And then also, how do you 
tweak that to make it fun 
and accessible. 


Wii:^you sup por-^ i ronsiqhts 
Mis'll in' Battle front? M 


.here are no ironsights' in 
Star Wars, on the ordinary 
blasters. You have scopes on 
some rifles, but there are 
no ironsiqhts. 


So no ADS, and no associated 
benefits to a player's stats? 


Videos of its lebofs can be found online 
- blit entered administretion after 
publistier LucesArts pulled support. 
LucasArta itself came peribualy close 
in 2013, only to be grounded by new 
parent company Disney as the game 
in question, Rrsf Assau/f, neared an 
Xbox Live beta. With so much bad blood 
gushing through the series' veins, whet 
can DICE end EA do to turn back the 
clock to the glory days of 200A? 

The answer, it seems. Is exactly 
that - turn beck the dock. Timed 
to coincide with the launch of J J. 
Abrams' Tha farcQ Awakens, DICE'S 
Battiefront Is a day-zero reboot - 
rebuilt from the ground up using a 
mixture of 0aWeffafd-born insight 
and 'unprecedented' access to 
LucasFilm's props cupboard. Much 
of what made the originals good has 
been retained - including, fans will 
be reassured to hear, an optional 
third-person view that helps you keep 


tabs on foes while taking cover - but 
everything has been re-assessed in the 
harsher light of today. The seme is true 
of what the new Battlefront borro ws 
from Battiafieid. 'The whole game is 
a completely rebuilt game - it'e not 
a version of another game we have 
made/ insists Patrick Bach, executive 
producer. 'A clean slate. It's Star Wars: 
Battlefront a collaboration with Lucas, 
plus the knowledge and the technology 
that we have at DICE. And then it's like, 
what eise should we do with it?” 

Where previous games embraced the 
full movie time tine, warts and all, DICE'S 
Battlefront keeps the focus on the first 
three films, with multiplayer maps set 
on Noth, Tatoolne and Endor The [new] 
hope is to strip awey the cynicism 
layered up around the abortive prequel 
movies, end restore Star Wars to Its 
original, innocent splendor. 'i/Vs saw the 
films, we got all the toys, as kids, and 
we played out our own battles, on the 


These heavy 
shields 
aren't 
exactly 
canon. We 
doubt you'll 
complain . 


4 
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floor, tKe table, in our rooms, wherever 
we could," observes Nfkles Fegraeus, 
design director. 'So that became 
the vision for this game. To immerse 
players in an authentic universe, living 
out their mn St&r Wars battles," 

What does this commitment to 
fantasy mean In practJce? For starters, 
it means doing away with those 
claustrophobic multiplayer classes. 
Players are able to "freely" pick their 
weapons end gear, says Fegraeus, 
unlocking those Items with XP as in the 
games. There's still a need 
far distinct roles In combat, of course 
- when 8 Rebel squad Is pinned down 
in a streambed, it's helpful to have 
somebody lobbing thermal detonators 
from the bank, or drawing the ire of any 
Impenal boy-racers on speeder bikes. 
But dispensing with strict class setups 
means you're able to think purely about 
the play^e variations afforded by those 
lovingly adapted guns and gadgets. 

Elegant weapons 

As in Vi see rats Battlafiaid: Hardline, 
there's en abundance of map pick-ups 
or interactive objects. At one point 
during our multiplayer demo, a Heemg 
Rebel Bctivetes a terminal by holding 


"AGILITY AND A LEVEL HEAD ARE 
MORE IMPORTANT THAN WHO YANKS 
ON THE LEFT TRIGGER FIRST" 
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a button to summon a V-Wlng 
ny-by, blowing the Ud oft an 
advancing AT-AT (rockats alone 
won't do the jobK You'll also get to 
re spawn as a Hero or Vi tie in character 
such as Darth Vader - specialties: shot 
deflection and a shoulder massage 
you can feel from across the room or 
the jet-pcwered gunslinger Boba Fett. 
The upshot is that knowing the layout 
like the back of your hand is {ustas 
decisive an advantage as in 
In terms of how It feels to control, 
won't strike you as 
particularly exotic. Abilities or hems 
such as a personal shield appaer on 
a cross-bar menu in the bottom right 
while a circular motion tracker spLh 
into wedges occupies the bottom 
left, fleff/erfefd-style XP rewards for 
headshots, grenade kills and the 
like pop up above the crosshairs - a 
slightly incongruous touch, but then 
again the Ul has yet to be finalized. 
DICE has made one significant 


concession to the old games, 
in terms of the zip and whine 
of combat: there's nothing so far 
in the way of ironsights, though 
some rifles do have scopes. It 
moves the new Baffief^ontaway 
from Bstttafield and closer to Haio, in 
which agility and a level head are more 
Important than whose finger yanks on 
the left trigger first. (It was Han, BTWJ 
On Endor, the uneven ground and 
density of underbrush reward lateral 
movement es players strafe up end 
down guUies and into the lee of 
boulders. Much about the map remains 
a mystery, including whether the 
Ewcks who Infest the canopy will play a 
role in battles. Of parti cular^sci nation 
is how much DICE has let its fondness 
for teirefn deformation bleed Into the 
mix, given Lucas Film's prcrtectiveness 
of the movie's assets ("this is sacred 
ground*, says Bach). Wa can certainty 
see how Frostbite’s knack for realistic 
disintegration would come In handy on 


i The game's j 
] X-Winq is j 
i a marvel, ] 
I complete with j 
I smoke-scarred ;j 
I exhaust j 

1 . ports. 


Endor.The gigentic shield Bmitter from 
the movie Is preser^t and correct, as is 
the squat bunker that provides access 
to its power core. 

Frostbite on Noth 

If the maps can't be smashed up as 
axtensivoly as in BBtttafiaid, you'll at 
Least be able to screw around with 
the ca^. Why not Introduce Vader to 
Endor, rather than leaving him to pace 
the halls of an embryonic Death S^ar? 
And what if Bobe Fett had joined the 
Imperial assault on Echo Base, netting 
e few bounties for the carbon-freezing 
chamber? Haps that are familiar from 
the films are also brought to life In new 
ways - you'll get to wander parts of 
Noth that have never been visited by 
a camera crew. There's at least one 
planetary map that has never been 
explored In a Star Wars film, SuUust, 
which is mentioned in passing in 
Return of the JedL The planet’s volcanic 
surface isn't exactly hospitabla, unless 


0 
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you think lava fbes and HE fighter 
construction bays ara homey. But that's 
okay - you can always survey it from 
the cockpit of the Millennium Falcon. 

The movie's assets have been 
brought to life with a predictably 
daunting cocktail of techniques end 
technologies. DICE has employed 
"photogrammetry' to recreate the 
props - taking pictures of them from 
aU angles, then using the batch to 
generate a 30 virtual model with 
every buUet-pocK ssom or splash 


"YOU'LL WANDER 
PARTS OF 
NOTH NEVER 
VISITED BY A 
CAMERA CREW" 




of dirt preserved. There's physics- 
based rendering, too - objects are 
composed of materials that have 
realistic physical properties, 
catching the 
light accordingly. 

The soundtrack, 
meanwhile, is based on 
access to the original film 
recordings. HThat's Like handing 
the Mona Usa to somebody/ 
summariies Fegraeus. "Our sound 
guys couldn't stop Laughing.' Thanks 
to Dolby's Atmos technology, effects 
that were once flat and tinny now 
form a "bubble" of ambient 30 audio 
around the player - you can hear the 
rough location of an unseen blaster 
Impact or girders wrenchlr^g Inside the 
framework of a slain AT-At 
It's a fearsome shew of technical 
brawn. But then again, since when has 
DICE ever struggled with production 
values, and how often do its Ion the 
whole, excellent) games manage to 
play as well as they look? Some of our 
currertt reservations about Bdtti6^onf 
are straightforward. Take the Inclusion of 
Heroes and Villains. The lure of donning 


FLEET STREET 



Huge and heavily armored, 
these are proof against 
blaster bolts and rockets 
- from what we've seen, the 
safest way to take one down 
is to call in an airstrike. 
In The Empire Strikes Bock, 
AT-ATs can be tripped using 
the Snowspeeder's harpoon 
line. We're hoping to see 
this in-game, too. 




It might look ridiculous 
on those spindly legs, 
and it locks the AT-AT's 
robustness, but this bipedal 
aggressor isn't to be token 
lightly. Fortunately, its 
blaster cannons aren't 
powerful enough to pierce o 
deployable energy shield, 
so if you're caught in the 
open use this to buy time. 


The X-Wing's orch- 
nemesis, and surely the 
vessel with the most 
distinctive engine noise 
in oil of sci-fi cinema. 
TIES ore reliant on 
numbers to overwhelm 
most targets, but they're 
more than nippy enough 
to get the better of 
complacent X-Wing pilots. 



The ballet dancer of the 
Rebel ormodo, o graceful 
storfighter with blasters 
on each wing tip and o 
load of proton torpedoes. 
The latter may be useful 
against the capital ships 
that dangle over certain 
mops, but you'll use this 
ship mostly for dog- 
fighting. And showboating. 
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Sullust's surface is a volcanic hellhole. 

Watch your feet, AT-ST drivers. 


Control 
of key 
facilities 
and their 
vehicle 
spawns will 
be a huge 
factor . 


Vader'fi mantle seema Irresistible, but 
those who aren’t that enamered of the 
Dark Side will worry about his Impact on 
the match balance. Mirnl you, that's sort 
of the point - a player Lucky enough to 
become Vader Is effectively the level's 
boss - and DICE could minimize upset 
by making the power-up a rarfty. 

No moon 

More prmslngly, ^ero'«the quesllon 



The fastest ship in the These heavy bombers can be 

fleet, according to proud summoned to pound targets on 

father Hon Solo, but you'll certain mops by interacting 

probably value the Falcon for with a terminal. It's not 
its toughness and firepower. clear that you'll actually 
It has manually operated get to pilot them at this 

turrets as well as frontal point, which is a bit of a 

cannons, allowing it to hold bummer, but then again they're 

its own against several foes. not really built for guick 

We're hoping you'll get to maneuvering so they may end up 

explore the inside on foot. being a little boring to fly. 


of what the new Bsttl&front (eaves 
gut The ^D-playtr match limit has 
riled some Batttefietd tans, but the 
figure Is meaningless when taken 
out of contend - a six-a-sida match 
can feel as crowded end chaotic es a 
6^-strong spat given a weLl-designad 
map and mode. The absence of space 
battles, however, is much harder to 
forgive. According to Bach, DICE wants 
to avoid too complete a separation 
between Infantry-on -infantry and 
vehicle-on -vehicle game play, but 
time and resource considerations may 
have played a part. "We want to build 
something that's great for what it is, 
and have a holistic view about what 
weTe trying to achieve,' he offers. 
"Rather than tossing everything in 
there from the very start." 

It’s unlikely to be a popular view. 
Space combat has worked perfectly 
well In Battl&front hitherto, and a 
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BATTLEFRONT I super authentic 

and super immersive. It's 
( important for us that we pay 


AND CENTER 


I play both first-person 
and third-person views?" 
And our answer is yes, you 
can freely choose between 
what view you want to play 
with. Also, you con spawn 
in os Dorth Voder or Bobo 
Fett and o selection of 
other heroes, and just 
become like o boss on the 
battlefield., 


How does that feature 
work? How will fans 
actually get to ploy os 
^hose I iconic characters?, 


Well, it has variations ^ 
to it that depend on gome 
modes and so on. But you con 


H DESIGN DIRECTOR NIKLAS 

FEGRAEUS ON BRINGING THE I 
STAR WARS FANTASY TO LIFE 


You'd hove on easier time 
making the Kessel run in 
less than 12 parsecs than 
you would discovering 
deep-diving details on 
Star Wars Battle f rant . 
Beyond sharing o brief 


respects to the universe 
and creote.it right 


';And this player creation 
j.will include mixing and 
matching iconic vehicles, 
settings and characters 
custom matches? 


Yeah,"of course^TI mean, 
we hove lots of things that 
you con use . An analogy 



get it through o power-up 
system. . . when you find the 
hero power-up, that is when 
j you con moke your choice. 

I -You basically hove one 
life to use oil that power; 
you get to try to turn the 
tide and win for your team 
and become o beacon of hope 
for everyone. 


really creating these 
super-immersive worlds that 
I think DICE is known for. 


Does this mean we con expect 
some epic Frostbite-driven 
destruction within jthe Stor 
Wars universe? 


Yeah, you ore going to see 
i 0 lot of awesome features 
that you will associate 
with Frostbite, absolutely. 


Does Battlefrant' s 
multiplayer focus come at 
the cost of providing o 
fulfilling experience for 
fans who prefer to ploy 
solo and offline? 


! Star Wars Battlefrant I 

]|' is first and foremost o I 

|; multiplayer gome, but 
' we do offer what we coll ■ 

"Missions", on offline | 

1 component that allows 
!; players to basically 
I jump into these crafted 
' challenges where they con 
||j ploy either alone or with o 
j friend cooperatively online 


gomeploy demo Electronic 
Arts and developer DICE 
hove remained guieter than 
0 Bothon spy. Following 
our eyes-on time with the 
Force-fuelled reboot, 
however, design director 
Niklos Fegroeus was 
willing - under the threat 
of obliterating his home 
planet, of course - to 
elaborate on what we sow. 


■n 


What ore you hoping to 
convey to potential fans 
with Battlefrant' s first 
gomeploy, 'reveal? 


Basically this vision we 
hove for the gome, which 
is to let players create 
their own Star Wars battle 
fantasies. And the way we 
wont to do that is to moke 
sure that the world we 


j that I use is, when you 
\ played with your Star Wars 
; toys, you created your 
own battles and your own 
fantasies with those. . .thi 
is essentially the some 
‘ thing, but now created in o 


videogame environmen 


■r This franchise still has 
j.l'l^guite 0 following from its 
.;?previous entries. Will 
longtime Battlefrant fans 
recognize any specific 
series DNA in this reboot? 


W e J re [r ebuild ing J^he 
franchise and creating 
what we believe and what we 
wont to create, but yes, 
of course, it's important 
that Battlefrant has DNA. . . 
key things that moke it 
Battlefrant . One of the 
things fans ask is, "Con 


Would you soy this version! 
of Battlefrant will be 
I immediately recognizable | 
j. os 0 signature DICE 


Oh yeah STwe hove 0 big^l 
pedigree and o lot of 
experience with making 
these big action shooters, 
and I think it's going 
to shine through in this 
gome os well. We ore using 
0 lot of the experience 
gained from making 
Battlefield gomes and 
applying that knowledge to 
croft Battlefrant. It's 
going to shine through 
especially, I think, where 
we ore using the Frostbite 
technology, which gives us 
so much awesome stuff with 
physicolly-bosed rendering 
and photogrommetry . . . 


or split-screen. These 
i| missions offer challenges 
that ore inspired by the 
films and they also focus on 
l[ re-ployobility . You con just 
[■jump in and ploy or you con 
;=turn up the difficulty to 
l_ get 0 real challenge and try 
!i to beat the hardest things. 


Will Battlefrant leverage 
the Xbox One in any ways 
that ore specific to 
Microsoft's hardware? 

Will there be any Kinect 
^integration or will we maybe 
feel those approaching AT- 
ATs rumbling throughJ:he 
"impulse triggers?' 


[Laughs l^eohT we hove 


nothing to announce at this 


time about features like 


that. We will hove more to 


i: soy os time goes go on. 



• They mol^ it seem 
easy, but we look 
foij/ard to many n dote 
with 0 tree trunk. 
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"THE LURE OF DONNING VADER 
MANTLE SEEMS IRRESISTIBLE' 


If you've found Dorth Voder 
intimidating in the post, 
wait till you run into him 
here. The character model 
is toll enough that you'll 
spot him coming easily, but 
he's seemingly proof against 
shots from the front - 
slapping them away casually 
with his lightsober. It's 
not clear how Heroes or 
Villains ore spawned, but 
it sounds like you'll need 
to fulfill 0 number of 
conditions. We suspect that 
topping the leoderboords 
then claiming a particular 
mop objective is the right 
way forward (in our demo. 
Voder mode his debut after 
the player entered a 
bunker). Less is known about 
Bobo Fett, but he's likely to 
be more of on infiltrator - 
using his jetpock to bypass 
chokepoints, then letting 
rip with 0 specialised 
blaster rifle. 


gama featuring drlvaabLaX-Wlnga 
tliat doesn't Include @ Death Star run 
strikes us as slightly tragic. There's 
the obvious suspicion that something 
is being held beck for DLC; as of this 
article's composition, the offerings in 
that department consist of a bonus 
free map sot on the planet Jakku, a 
location from the new movie. If you've 
seen the letter's trailer, you'll probably 
remember that it's home to a crash- 
landed Star Destroyer. The DiJC map 
wlU host the battle that led to that 
catastrophe, and if that doesn't dredge 
up bleary memories of BaWefiald 4's 
map-altering "levolution" events. 


you're clearly not the sharp judge of i 
terrain datormation we took you for. | 
And then there's the single player, 
which is Omfted at the time of writing , 
to Missions - "crafted challenges that j 
are inspired by moments from the film", 
in the words of Fegrseus. These appear | 
to bs simply matches against the Al | 
and, in what sounds Ilka an admission 
of defeat aren't supposed to be es 
challanging or rewarding ae multiplayer. 
Your enemies will behave 'like extras | 
in a movie"^ says Bach, ^ where they 
do cool stuff around you and act as j 
inte rest ing targets" . It's not exactly Far I 
Cry 4, no, but the inclusion of horizontal ^ 


~ split -screen [plus online co-op) should 
I ensure that the mode stands up to 
I more than an evening's play. 

I Old-school series fans may scoff at 
this latter compLeint. Battlefront has 
I alwa^, after all been multiplayer- 
led, though the old Galactic Conquest 
! campaign mode has its advocates. But 
I the risk with adapting the locations, 

I props and aesthetic of Star ^ars while 
I sidelining the narrative is that you end 
up with a Greatest Hits of LucesFilm, 
j admirable in terms of the indrviduel 
artifacts but sorely in need of a center 
I of gravity. To put that in terms of our 
opening Endor anecdote. It feels a little 
like you can't see the wood for the trees. 

We recall worrying that Man: 
Iscktm might be more of a brillient 
museum exhibit than a great Al/en 
game. Star Wars: Bsttlafront is in some 
ways a safer prospect - DICE has far, 
far more pedigree In the genre than 
Creative Assembly did with horror, and 
Battleftant isn't built around a single 
make-or-break feature Like fsoiatfon'a 
Alien Al. The upcoming game looks and 
sounds tremendous, and seems every 
bit as fine-tuned a shooter as any given 
BaWeffeid, but there's something a little 
clinical even sterile about it DICE has 
demonstrated that it can scrape away 
the surface of Star Wars. Now it needs 
to show that It can touch the heart, ■ 



Fett s 
the big 
attraction, 
but hove 
you noticed 
that Jowo 
sondcrowler? 
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Redesigned guitar peripheral 
included. Paper bag to 
breathe into: we're awaiting 
word from Activision. 
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PUBLISHER ACTIVISION DEVELOPER FREESTYLE GAMES FORMAT XBOX 360, XBOX ONE 


This is one reunion show you'll definitely want tiokets f of 


Live, from the hardware hanging 
around your neck to the note highway 
passing endlessly over your flatscreen. 

Firstly let’s tackle the title: this is 
about the experience of playing music 
li^e. It’s a thrill very few can relate to 
with any first-hand experience, unless 
we’re counting that ill-advised James 
Blunt medley you once honked out at 
an open-mic night; previous Guitar 
Heroes certainly didn’t do much to 
immerse you in the performance. GHL 
takes a new approach: after picking a 
song, you’re taken into a first-person, 
live-action view of a backstage area. 
Bandmates (sadly actors, rather than 
hilaidous low-rent lookalikes of the 
acjpaaNpands) potter about, propping 


Like a phoenix 
strutting 
out from the 
flames, a 
rhythm-action 
phenomenon 
returns with 
0 new button 
layout and on V 
emphasis on the 
thrill of live 
performance . 


U stashed away m 

your home? In the 
cupboard, attic or 
garden shed? Go 
find it. Remember 
the good times? 

Of course yg«o. Clickety-clacking 
the buttons^ ofpiat flimsy toy in time 
to Cowboys from Hell was your life at 
one point; don’t deny it. But to gaze 
upon that once wondrous faux- axe is 
also to remember why it’s been qui^ 
collecting your dried skin for the^H 
five years: the novelty wore off lon^ 
before the games stopped hitting the 
shelves. We hit peak Guitar Hero. 
S^f a returning title from that 

now and offered 


forlTT^ performance. A crew member 
looks you up and down and mumbles 
something into his walkie-talkie. 

Then you’re guided through the 
wings and onto the stage, the sound 
of the braying crowd growing ever 
louder. Then the lights hit you, the 
place erupts in a cheer and that note 
highway snakes its way between the 
live-action scene. It’ll probably be 


old turned up right 
ribthmg more than the nostalgic 
lure of testing out your muscle 
memory, it wouldn’t work. You 
know it and UK studio Freestyle 
Games knows it. That’s why 
it’s redesigned the experience 
dramatically for Guitar Hero 
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AKili um V 










"'Can we chat, mate? You... you have to 
stop pulling that face at me when 
we're onstage. 1 cannot be clearer 
about this. Okay?" 


Hope you like crowds, because 
Guitar Hera Live has no time 
whatsoever for studio bonds. 


For from the madding crowd. 
Guitar Hero TV pumps playable 
music videos at you . 
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The real talking point. 
Splitting the buttons 
into two rows mokes 
playing feel more 
believable . 


There's no official 
branding for this 
guitar, unlike 
GHl's Gibson SG 
licensing . 


Press this button to release 
your star power (oka 'blog it 
through the solo' mode). 


j Unlike Rack Band's 
' complicated guitars, 
there's no second set of 
buttons for soloing. 


It's business os usual 
at your right hand's 
contact point. The click 
sounds just the some . 


Don't worry : the 
whammy bar's still 
there for your 
wayward, tuneless 
^ self-expression. 







o annoying as all hell when you’re 20 
songs in, but it’s a remarkable piece 
of scene-setting the first time you 
experience it. Repetition might not be 
a problem, an 5 rway - we clocked a few 
intro variations from venue to venue. 

Once you’re onstage and hitting 
notes, GHL pushes the live experience 
further with its audio, adding reverb to 
the song so it doesn’t sound like you’re 
playing an MP3 to 10,000 fans and 
bringing up a particular instrument in 
the mix if you wander near it on stage. 
When the singer swaggers over to you 
to do that insufferable ‘I’m singing the 
words to my guitarist, rock ’n’ roll!’ 
routine, you’ll hear them get louder. 

To achieve this undeniably 
impressive spectacle. Freestyle Games 
built a selection of stages in thus-far 
undisclosed venues and flooded them 
with actors to pretend to perform and 
pretend to watch that performance, 
respectively. Filming was achieved 
using an RC drone camera which 
moves around the stage at head- 
height. So if you were in any doubt 
as to how seriously the developer 
and its publisher Activision’s taking 
this comeback, think of what a day of 
filming must have cost. 

Feedback has evolved in this new 
presentation style, too. Where before 
you’d hear a few canned ‘bool’s when 
your pinkie cramped up halfway 
through Texas Flood, now that 
disappointment is written on people’s 
faces. Actual human beings, with 
eyes looking directly at you. Call us 
sensitive, but there’s something very 
effective about that. Your bandmates 
get in on the act, too, dishing out the 
nod of approval when you’re on a 
decent note streak and flashing you a 
look as if their insides are dissolving 
when you fluff a few notes. It’s cheesy, 
but all the more enjoyable for it. 

Not to get all Morpheus on you, 
but what if we told you that this isn’t 
even the biggest new feature in GHL? 
Because that accolade belongs to the 
new controller and its six-button, two- 
row layout. It’s essentially now a two- 
string, three-fret guitar, which means 
two things. One: your pinkie is finally 
off the hook, and no longer needs to 
pretend it’s an actual functional finger 
like the others. Two: there are so many 
more combinations of notes coming 
toward you on that highway. It’s a 
layout that produces something close 
to chords - you’ll find yourself fretting 
one note on each row to play a power 
chord, and dijferent notes on dijferent 
rows for something like an open chord. 



//It deepens your belief in the 
moment that the heroics you're 
pulling off are authentic// 


Filming 
techniques 
were pretty 
advanced . 
They've hired 
Johnny 5. 


For returning fans that’s massive. 

It means you can’t rely on that very 
specific skill you honed between 2005 
and 2010 - sorry. An entirely new 
breadth of muscle memory is required 
to master higher difficulties. And that 
alone would be neither here nor 
there if it felt like Freestyle 
Games had changed the 
layout for its own sake, but 
it really does feel more like 
playing guitar now. It’s not 
Rocksmith, and the skills you 
learn won’t ever help you in the 
real world (okay, so it’s a bit like 
Rocksmith, then) but it deepens your 
belief in the moment that the heroics 
you’re pulling off are authentic - the 


I Metadata 



PREVIOUSLY IN... 


Guitar Hero: 
Warriors of Rock 
- The sixth main 
series entry's 
soles spelled 
the beginning of 
the hiatus. 


Guitar Hero 5 
- oka 'the last 
Guitar Hero 
anyone actually 
ployed' . Strong 
trocklist, if 
light on ideas. 


sensation that has propelled Guitar 
Hero from the very beginning. 

Don’t be perturbed if it sounds like 
Dark Souls with roadies, though. In 
some ways it’s notably easier - for 
starters, the color- coding’s gone. 
Black notes represent the three 
buttons on your top row, 
white notes your bottom 
row. During prototyping. 
Freestyle found that people 
played better when they 
didn’t have to worry about 
colors, so away they went. 

It’s a largely encouraging re- 
emergence of a gaming phenomenon, 
but there are unanswered questions. 
One is the tracklist - Freestyle assures 
us there’s a mix of genres, from blues 
to folk to classic rock, but the songs 
we played by Fall Out Boy and The 
Killers didn’t feel particularly iconic. 
Electronic music dominates today, 
so even with an interesting redesign 
on the old formula Guitar Hero Live 
may struggle to find an audience for 
its reunion gig simply because people 
aren’t all that into guitar music in 
2015. We’re hoping not, because the 
bold changes evident here deserve 
attention. Don’t call it a comeback... 
Phillwaniuk 







New vision 

Getting your new-song fix from 
Guitar Hero TV 

In addition to all the live-action antics. 
Freestyle's rebirth adds TV mode, an online 
streaming service that pumps new music into the 
game on what the dev promises will be a regular 
basis. Replacing the main mode's immersive 
visuals, music videos play out while you track 
your score progress against friends on a sidebar. 
Pricing hasn't been discussed yet, but it appears 
it will offer a free new content model. 
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FI 2015 


The series has been in the garage, but now it's go, go, go. 

I 


Bluffer's 

Guide 


The official 
videogame 
of the 2015 
Formula 1 
season, 
complete 
with all the 
drivers, teams 
and tracks . 

And all of 
last year's, 
too. Bonus. 


T 


hink of Ferrari. In 
the past it was a dead 
cert, winning season 
after season, but 
it drifted from the 
podium over time. 

2014 was particularly 
disappointing. But after intensive 
development on a new engine and 
chassis, the prancing horse is a winner 
again in 2015. Okay, now substitute 
Ferrari for Codemasters’ FI series. 
Same pedigree, same cycle, new 
engine... return to form? 

All signs point to yes. This year’s 
game is all-new on Xbox One, 
simulating the world of Formula 1 in 
unprecedented detail. It really is a 
simulation, too - at least if you want 
it to be - thanks to the addition of 
Pro Season mode. This restricts you 


to cockpit cam and turns off all the 
assists, making for a more realistic and 
uncompromising experience. Don’t 
worry: all the traditional difficulties 
and driving aids are available in the 
normal mode, so you don’t necessarily 
need the skills of Lewis Hamilton 
just to get around the first corner, 
i Everyone will find a mode that 
suits their style. 

As you can see, the 
new-gen visuals look 
beautiful. They’re not quite 
photorealistic, but exude 
quality in ever)Thing from the 
wet- weather reflections to the 
remodeled pit crews. The series 
already looked great on Xbox 360, but 
Xbox One makes a clear difference. 

The tire simulation has been 
. completely overhauled, designed to 



//Pro Season mode restricts you 
to cockpit cam, with no assists// 



Making tracks 

One track's been included befcre it's 
even finished fcr real 

The Mexico track hasn't been on the real FI 
calendar for over 20 years, but it's back for 2015. 
The real thing has been modernized and is still 
being finished, but this screenshot shows it's 
already in the game. That corner - known as the 
Peraltada - used to be one of the fastest and 
most dangerous in FI, but it's been turned into a 
stadium section with a chicane/hairpin combo to 
make it safer. Understandable... but BOOOO! 


feel more like a real FI car while still 
remaining accessible for newbies. 
You’ll even be able to feel how hard 
you’re pushing the tires with the Xbox 
One pad’s haptic feedback. 

But it doesn’t stop there. You’ll 
also be able to verbally discuss such 
things with your pit crew using voice 
recognition. If you have Kinect or 
a compatible headset, you can 
radio in, requesting a different 
tire compound for the next 
pit stop, enquiring how far 
ahead of Rosbergyou are and 
even asking for a few turns 
on the front wing adjuster 
next time you’re in the garage. 
Gotta fix that understeer. 

The online mode will now feature 
practice sessions, which was one of 
the hardcore fans’ most-requested 
features, and there will also be 
downloadable patches throughout the 
remainder of the 2015 FI season 
to keep the game up to date, as it’s 
being released a few months earlier in 
the year than usual. 

With the entirety of 2014’s season 
to play through as well as the 
new content, plus new broadcast 
presentation that finally gives us 
podium sequences (hooray!), this 
should be a fine new-gen debut. 
Whether it can beat rivals such as 
Forza straight away remains to be 
seen, but it’s certainly possible. It’s 
hard to think what else could be 
included... well, aside from better 
damage modeling. Fireproof-gloved 
fingers crossed. 

Justin Towell 
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■ PUBLISHER KISS LTD / DEVELOPER REDBEDLAM / FORMAT XBOX ONE 


Bedlam 


A self-aware journey through first-person shooter history 


( Bluffer's 
Guide 

It's a 

first-person 

shooter. 

It's also 0 
book. Author 
Christopher 
Brookmyre 
has penned a 
gome about 
gomes, set in 
0 series of 
fictional 
EPS worlds . 
Meta os hell . 


games, and you won’t be far wrong. 
Bedlam will take you from blocky 
sci-fi corridors, to trenches filled with 
Nazi zombies, to forested open areas 
that recall the likes of Halo. You’ll 
see the first-person shooter change 
before your eyes, from games set in 
labyrinthine arenas filled with hordes 
of baddies, to pseudo-sandboxes or 
more cinematic experiences. 

To maintain an element of 
consistency, it’s looking like 
character movement and the 
mechanics of shooting won’t 
change much from world 
to world. Movement feels far 
quicker and more responsive 
across the board than in many of the 
shooters we get these days, which 
tend to involve taking potshots while 
crouched behind a low wall. Where 
other games with a similar premise 
(for example, the JRPG -focused 
Evoland) overhaul pretty much 
every mechanical element as they 
hurtle forward through the eras. 
Bedlam appears much more focused 
on its visuals and level design. You 
won’t suddenly go from Quake IBs 
fast, glidey controls to Call of Duty’s 
weighty, measured footsteps, say. 

As such, this seems a lot like some 
forgotten ‘90s FPS - or like an HD 
remaster of a forgotten FPS, in its more 
advanced game worlds. It’s clearly 
more in love with the twitchy shooters 
of yore than with the stop-and-pop 
Call of Duty series, so if you feel 
similarly about the olden days, you’ll 
want to keep Bedlam in your sights. 

Tom Sykes 


//You'll see the first-person 
shooter change before your eyes// 


An unfortunate 
side-effect of the 
authentic visual 
style is that 
Bedlam often looks 
incredibly ugly . 


So what is Bedlam? It’s a shooter 
with a Tron-like premise: you play 
as a programmer sucked into the 
digital realm of Starfire, a fictional 
FPS released back in the 1990s. In 
her quest to return home, heroine 
Heather ‘Athena’ Quinn eventually 
breaks free from Starfire and into 
an interconnected series of game 
worlds, which vary in aesthetics 
and design philosophy, but 
which consistently ask her to 
shoot things in the face. The 
developer says that Bedlam’s 
environments will chart the 
evolution of the FPS (with 
winks and nods to other games, 
like Jet Set Willy, along the way). 

Imagine a British take on Tron, 
made by people who grew up playing 
shooters rather than ’80s arcade 


Arcade fire 

You'll visit the realms of olassio 
arcade games, too 
It's not the main thrust of the game, but you'll 
get to explore worlds in Bedlam that won't ask 
you to hold a gun directly in front of your face. 
Environments based on fictional games Chilli 
Chomper and Guano Attack, for example: loose 
copies of classic arcade titles just dissimilar 
enough to slip under a lawyer's radar. The best 
part is you'll get to explore them in first-person - 
and a recent trailer shows a Pac-Man clone. 


ames about games 
always tend to make 
us a little wary (and 
you’d be suspicious, 
too, if you had to play 
Eat Lead: The Return 
of Matt Hazard back in 
the day). The constant references and 
self-aware jokes can get annoying fast, 
particularly if the writing isn’t up to 
the very highest calibre of snuff 
Bedlam doesn’t look like it’s going 
to have that problem, given that it’s 
a joint venture with award-winning 
crime author Christopher Brookmyre. 
Brookmyre has been heavily involved 
since the beginning of this interesting 
sci-fi FPS; you can even buy a tie-in 
novel while you wait for the game to 
be finished. (The reviews appear quite 
positive, if you’re interested.) 
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Deus Ex: Mankind Divided 


The augmented sequel set in a cyberpunk hell 



never asked for this,” 
is Deus Ex: Human 
Revolution’s most famous 
line, but it’s entirely 
optional. You play as 
cybersleuth Adam Jensen, 
who has a few limbs replaced with 
sleek mechanical augmentations after 
a terrorist attack on his company’s 
offices. Afterwards you can be grumpy 
about your fate for the entire game, or 
admit that having cool sunglasses built 
into your face is better than having no 
arms - see, Deus Ex is all about choice. 

‘Door or vent?’ is Human 
Revolution’s other main conundrum. 
Sure, you can use your hacking 
augmentations to turn turrets and 


IMetadata 


FIX THIS... 


A 


Human Revolution was set in 
strangely bare city hubs with no 
pedestrians or traffic. Mankind 
Divided's cities should be 
smelly, throbbing masses of 
humanity, full of detail. 


I 


Bluffer's 

Guide 


A global 
conspiracy 
wonts to 
control the 
population 
with bionic 
tech. Augmented 
special-forces 
warrior Adorn 
Jensen must 
stop them 
with his big 
metal arms. 


pluck security codes out of terminals, 
or sweet-talk your way through with 
a cloud of emotion-reading nanobots, 
but too often you’re hauling your 
awesome new body through narrow 
pipes. Human Revolution’s beautiful 
black-and-gold future is the most 
ventilated game world ever created, 
something that sequel Mankind 
Divided should seek to correct. 

Much will be similar. You’re 
still Adam Jensen, and Deus 
Ex is still a first-person game 
that you can approach quietly 
with tranq darts and gentle 
punching, or loudly with 
machine guns and horrifying 
retractable elbow chisels. It’s two 
years since Jensen tangled with the 
international conspirators trying to 
use augmentations to manipulate 
the populace. Now a virus has swept 
through the augmented citizens of 
the world, turning them into frenzied 
killers. Hounded by the authorities, 
surviving augs have retreated to the 
ghettos to form resistance groups, and 
Jensen’s ordered to investigate. 

He has a few new tricks that ought 
to help. Mankind Divided’s debut 


Jense 

A' 


trailer shows him firing elbow chisels 
into guards, tasering them with 
detachable electric knuckles, teleport- 
punching them in a burst of golden 
lightning and resisting their shots 
with a golden shield. Reassuringly, not 
once does he pause his violent spree 
to chomp an energy bar - a chronic 
issue with Human Revolution, where 
Jensen’s lack of battery power 
greatly restricted his abilities. 
The trailer features plenty of 
non-lethal takedowns, and 
Jensen can still go invisible 
for short stretches. 

Deus Ex always lets you 
upgrade your bionic body to 
unlock different superpowers, 
but Mankind Divided adds a suite 
of weapon- customisation options. 
Screenshots show a rifie that lets 
you adjust the silencer, laser sight, 
scope, ammo type and firing pattern 
on the fiy. In Human Revolution 
Jensen’s augs could eventually enable 
him to fire bullets round corners, 
and it looks like Mankind Divided 
will feature similarly experimental 
shooting. The trailer shows Jensen 
leaping four meters into the air to 
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//Reassuringly, not once does 
Jensen pause his violent spree 
to chomp an energy bar// 


machine-gun a pair of drones out of 
the sky, the big show-off 

It wouldn’t be Deus Ex without a 
globetrotting plot, of course. Prague 
is heavily featured in the trailer, and 
CO -conspirators are seen chatting in 
Montreal, Hong Kong and Paris. A 
futuristic ghetto called Golem City 
is already confirmed, inspired by the 
claustrophobic apartment towers of 
Kowloon Walled City. Concept art 
shows glistening markets and city 
streets reminiscent oi Blade Runner, 
and there are no vents in sight. Human 
Revolution’s locations were built as 
explorable hubs, full of sidequests 
to uncover. Mankind Divided will 
hopefully follow the same template, 
and the results will be much prettier 
thanks to the new Dawn Engine. 

But what about the story? Human 
Revolution had four different endings, 
but you can’t carry your progress over 


to Mankind Divided. Trailer shots of 
Jensen sinking into the ocean hints 
at the ending Eidos Montreal has 
gone with, but it’s unclear if anyone 
survived the first game. The trailer 
offers a teasing glimpse of the Sarif 
Industries logo, suggesting Jensen’s 
devious former boss, David Sarif, could 



There's lots 
of fire and 
physics on 
show, but 
Eidos Montreal 
also promises 
improved 
enemy AI . 


return. Illuminati supremo Bob Page 
even makes a momentary appearance. 

Global conspiracy aside. Mankind 
Divided’s main theme is already clear. 
Jensen is an aug hunting augs, and as 
the trailer’s robo -fisted villain says: 
“This should be your fight as well, 
brother.” Admittedly, Jensen replies 
by stabbing the man, but in a game 
full of choice and shifting allegiances 
we’re faced with that dilemma again: 
will you fight to preserve your fleshy 
humanity, or embrace an extraordinary 
bionic future? 

Tom Senior 


Die, robot 

Too many guards? Don't worry: 
Jensen's got an app for that 
The problem with a stealthy playstyle is that 
you don't get to use some of Jensen's most 
satisfying abilities. He can spin around launching 
tiny warheads from his shoulders, kabob multiple 
guards with a single retractable fist-chisel, and 
even explode when he drops from great heights. 
Mankind Divided is sure to include more deadly 
tricks. It'll be worth doing separate quiet and 
loud playthroughs to get the most out of it. 
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■ PUBLISHER SEGA / DEVELOPER GAME FREAK / FORMAT XBOX ONE 


l^embo matches 
ladassery^’With 
h|roism - rescue 
hostages and car r-y 
them to the level 
goal on your back. 


Early enemies seem more like 
combo-scoring opportunities 
than threats, but we imagine 
that will change. 




Tembo the Badass Elephant 


The game in which junk meets trunk 

I 


Bluffer's 

Guide 


A frenetic. 
Donkey Kong- 
indebted 
platformer, 
made by the 
creator of 
Pokemon, 
published by 
Sega, on Xbox 
One. Weird. 




t’s easy to imitate retro 
games. Reduce your 
visuals to a series of 
blocks, get some guy 
with a scientific 
calculator instead of real 
instruments to do the 
music, and make the whole game all 
about jumping. Bosh. You’re the latest 
indie millionaire. 

It’s much harder, however, to 
capture the spirit of gaming’s bygone 
age. That gloriously carefree time 
when ‘storyline’ meant ‘that bit at the 
front of the instruction manual’ and 
associating food product brands with 
games was not only allowed, it was 
actively encouraged (pour one out for 
my man. Cool Spot). Tembo steps up to 
this plate, a bright, brash take on the 
platformers of old - unafraid to take 


its own decisions, but always keeping 
. one fat hoof in the familiar. 

Primarily, that’s by outright copying 
i its greatest influence. Not only does 
Tembo’s XXXL Rambo costume call to 
mind another inappropriately dressed 
jungle animal (and by ‘inappropriate’, 

I we mean ‘in any way wearing human 
clothes’), but his moveset taps into 
I the muscle memory of anyone 
that has invested a little time in 
' Donkey Kong Country. 

Rolling attacks and barrel 
blasts feel distinctly ape-like, 
while Tembo’s ability to 
smash down almost an)d:hing 
■ in his way - be that walls, houses 
’ or your Phantom Army enemy’s 
tanks - is a nod to the Rambi the 
rhinoceros sections from Rare’s classic 
series. It’s a loving rip-off, almost 



//The art style's presented like a 
beautifully extruded comic book// 






Flexi-time 

How does a side-project get made in 
today's games industry? 

Tembo s the latest in a line of games made as 
side-projects. Ubisoft's been the standard bearer 
for this, but Game Freak's system is perhaps 
more interesting. Anyone at the company can 
propose a game, and if they find two people 
to support the idea, they get three months to 
prototype it. If it's considered a success, they 
get three more, and then management decides 
whether it's worth pursuing as for wider release. 


feeling like a way of giving some 
Nintendo flavor to a somewhat 
charm-starved new generation (a 
sense heightened bythe fact that this is 
the side-project for the developer that 
has spent the last 20 years making 
Pokemon games). 

But that’s not to say it doesn’t offer 
its own ideas. For a start, there’s the art 
style, presented like a beautifully 
extruded comic book, 2D 
drawings revealing 
themselves as 3D objects 
when you run past - or just 
shattering into a hundred 
physics-enabled pieces. 

Physics itself is the other key 
feature - Tembo’s puzzling so far 
comes in two varieties. One has you 
extinguishing fires or growing 
plant-based platforms by firing the 
limited supply of water stored in your 
trunk. The other is more interesting, as 
you knock down stacks of wrecked 
cars into obstacles, or nudge gigantic 
bowling balls to trigger domino-like 
chain reactions. 

This is what we want to see more of 
Our time with the game gave us any 
number of flashbacks to playing 
nonsensical games and wearing 
light-up shoes, but the few moments 
where it yanked out those old ideas 
and gave them some contemporary 
oomph were Tembo’s best. That’s the 
real spirit of retro, after all - the time 
when those old ideas felt like nothing 
else we’d ever played. We didn’t want 
to play old games back then - let’s see 
this one try something new, too. 

Joe Skrebels 
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No word yet on how 
many players the 



PREVIEW 




Swordy 

Adj. 1) Sword-like 2) Full of swords 3) Irritating typo 


( Bluffer's 
Guide 

A multiplayer 
physics-based 
deothmotch 
that's as much 
party game 
as it is a 
competitive 
concern . 
Prepare to 
chop up your 
friends . 


T 


he best way to explain 
what Swordy’s action 
looks like is to imagine 
what would happen 
if you handed an 
assortment of melee 
weapons to a group of 
real-life people whose only interaction 
with that kind of thing came through 
videogames. They’d know what to 
do, but the physical reality of doing 
it would be so far beyond them that 
they’d just start spinning around - a 
bunch of Vitamin D- starved dervishes 
- until they hit something. 

Touting itself as a ‘physics brawler’, 
Swordy takes the brilliantly wonky 
conceit of Gang Beasts and runs 
(well, awkwardly waddles) with it. 
Every player begins with an unarmed 
character in a low-poly arena strewn 
with weapons. Think of it as that scene 
from The Hunger Games, but set in 
a Greek Temple. And no one has a 


face. Everyone rushes to the nearest 
armament and, suddenly, you’re all 
learning how to use them. 

A short sword’s easy - pressing 
what was once the punch button sends 
it stabbing out in front of you. Use 
the right stick to spin your character 
with it pointed outward and you have 
yourself a stunted take on the Zelda 
spin- slash. You could even let go 
of the grip button and use your 
momentum to send it flying 
into an enemy’s chest. 

Then you pick up a 
claymore. It’s too heavy to 
stab with, but its enormous 
range makes it a far better 
spinning weapon - if you can get up 
to speed. A huge wooden warhammer 
can’t easily be spun, but hold it above 
your head, run forward and stop, and 
you’ll see it crash onto an enemy skull, 
sending neon pixel -blood in bright 
streaks behind them. Celebrate for too 



//It's that scene from The Hunger 
Games, but no one has a face// 


long, though, and the idiot that only 
grabbed a shield will work out that 
they can club you to death with it. 

Our time with Swordy has shown 
us that it comes with all the tension 
and moment- to -moment tactics of a 
traditional arena deathmatch game, 
but it never frustrates or angers - it’s 
too funny for that. Watching someone 
run towards you as you swing a 
flail, catching you with a punch 
and sending you, improbably, 
flying three meters into a 
wall is simply more fun than 
if you’d just killed them. 
We’re not sure if 
Frogshark’s game will offer 
much in the way of longevity or 
fighting game depth. In fact, we doubt 
it. Its promise lies in the way it makes 
every round a vision of good old- 
fashioned violent slapstick - give us 
more and more ways to accidentally 
kill someone, and that’s as good a 
reason to keep coming back as any 
skill-based gauntlet. Which reminds 
us - stick a gauntlet in there. We want 
to slap someone’s head off 
Joe Skrebels 
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Meet the new wave of indie developers challenging 
the decades-old conventions and cliches that plague 
ourfavorite genres by giving them a modern twist 
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GENRE BUSTERS 


HOW ZOMBIE VIKINGS IS 
REINVENTING... THE HACK 'N' SLASH 





THE STATUS QUO 

Final Fightl Streets of Rage\ Golden Axel 
The side-scrolling beat-'em-up is perhaps 
the most innocent and pure of all the 
genres. Walk right, punch some roughs, 
eat a roast chicken out of a bin - this 
type of videogame is gamier than one 
of those gross 'three-bird roasts' cheap 
grocery stores sell during the holidays. 

THE PROBLEM 

The genre is also so stale, you can 
practically see the stinklines radiating off 
of it. Scrolling beat-'em-ups are seen as 
something of a throwback to the days of the 
arcade - on the rare occasions when a new 


one Is developed, its creators tend to make 
little attempt at modernization. 


THE SAVIOR 

Zombie Vikings' zany art style and humor 
are very much of the here and now, and 
developer Zoink Games is going to great 
lengths to drag the hack 'n' slash gameplay 
kicking and screaming into the year 2015, 
too. Team interplay is a big focus - not only 
can participants team together to combine 
attacks and reach treasure hidden on high-up 
ledges, but when a player dies, their game 
isn't over - they are reduced to a disembodied 
head that can vomit on demand. If your friend 
has the stomach for it, they can scoop up your 


dismembered head and use you as a handy 
puke gun. Lovely. 

THE VERDICT 


THE DEVELOPER SPEAKS 

"WE WANTED TO TAKE THE STYLE OF OUR PREVIOUS GAME, STICK IT TO THE 
MAN, AND MERGE ITTO A DIFFERENT GENRE TO SEE WHAT HAPPENED. WHEN 
I LOOKED AT CLASSIC VERSIONS OF THE GAME, IT DIDN'T SEEM LIKE PEOPLE 
WERE PLAYING TOGETHER - IT WAS LIKE ,'YOU TAKE THIS ENEMY AND I'LL TAKE 
THIS.' WE WANTED TO ADD ELEMENTS THAT ENCOURAGED THE PLAYERS TO 
INTERACT WITH ONE ANOTHER" 

KLAUS LYNGELED, CREATIVE DIRECTOR 


Despite everything. Zombie Vikings is still 
a very simple scrapper - but perhaps that's 
half the charm. The heightened ability 
to interact with your team-mates - for 
example, by stabbing them in the gut and 
using them as a projectile - delivers 
hilarity where some of the manufactured 
wackiness occasionally falls flat. It all 
comes to a head during select segments 
in which all four combatants get stitched 
together into one huge 'incredi-zombie' 
(our term), with each player controlling 
a specific limb. Incredible chaos ensues. 
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FEATURE 


HOW RIVALS OF AETHER 
IS REINVENTING... 

THE FIGHTING GAME 


HOW CLUSTERPUCK99 
IS REINVENTING... 

THE SPORTS GAME 



THE STATUS QUO 

If you're designing a one-on- 
one fighting game, it's pretty 
much impossible to escape 
the mammoth shadow of the 
Street Fighter seues - from 
BlazBlue to Tekken, almost 
all modern fighters take their 
cues from Capcom's seminal 
scrapper. Which is what makes 
Nintendo's Smash Bros series 
such a breath of fresh air. By 
cleverly blending in platforming 
elements, it created a fighting 
game that feels like no other... 

THE PROBLEM 

...but it all seems a tad random, 
doesn't it? While there is 
rhyme and reason to the series 
(as indicated by its healthy 
tournament scene), it's not 
instantly apparent, hence its 
rep as a knockabout fighter. 

THE SAVIOR 

Rivals of Aether is an indie 
game designed by Dan Fornace, 
an expert Smash Bros player 
who came into prominence 
in 2011 when he created free 
Game Boy remake Super Smash 



Land. Like that game. Rivals of 
Aether a66s by subtraction, but 
in a different way: by shearing 
away the barmy distractions. 

THE VERDICT 

This is Smash Bros stripped to 
its undercrackers, and it proves 
that Nintendo's game was built 
on rock-solid fundamentals. 
That's not to say the game 
lacks color, however. The 
roster is roughly split into four 
elements, each of which have 
a special power which changes 
the way they navigate the 
playing field. Rock types can 
summon pillars, water types 
create impromptu springs 
and air types can call on wind 
currents. It's underpinned by a 
solid combo system, too. 


THE STATUS QUO 

Technological advances mean 
that sports games are getting 
more realistic by the year. 

The last FIFA even included 
'Real Ball Physics'. If the genre 
continues to get more realistic 
at this current rate, then by 
2018 experts predict that sports 
games will be 'more real than 
real'. We don't know what that 
means - it just sounds cool. 

THE PROBLEM 

For sports fans, realism is 
the Holy Grail. They want to 
be able to smell the grass, 
hear the crowd and taste the 
disappointment. And they want 
to be able to do everything their 
heroes can do, too. Problem is, 
the chase for realism is often at 
odds with good game design. 

THE SAVIOR 

The solution? Make your own 
sport from scratch! Clusterpuck 
99 is a team sport loosely 
based on air hockey. You move 
with the left stick, aim with the 
right, and you can dispossess 
the player with the puck using 



a shunt-like technique. So far, 

I so strait-laced, yes? 

; THE VERDICT 

I Sure - if all you ever play is 
i the first map. The team at PHL 
^ Collective rapidly expands 
I upon the game's simple rules 
r in a plethora of offbeat ways 
\ - spikes knock your paddle 
j out of action, while bumpers 
' see you ricochet like you just 
I don't care. And as the dev 
■ ramps up the insanity-o-meter, 

I rectangular pitches make way 
1 for increasingly elaborate, 

I labyrinthine designs. Freed 
I from the constraints of real 
5 life, ClusterPuck 99 delivers a 
: competitive sport that can fulfill 
\ its potential in ways reality- 
i bound competitors can't. 


THE DEVELOPER SPEAKS 

"I'M A HUGE FAN OF SMASH BROS, AND I WANTED TO MAKE 
A GAME THAT BRIDGED THE GAP BETWEEN THOSE THAT 
PLAY CASUALLY AND THE DEDICATED FAN WHO LIKES TO 
PICK APARTTHE MECHANICS. COMBOS ARE MY FAVORITE 
PART OF A FIGHTING GAME - IT'S EASIER TO LAUNCH INTO 
FLASHY COMBOS HERE." 

DAN FORNACE, LEAD DEVELOPER 


THE DEVELOPER SPEAKS 


"THE IDEA OF PLAYING AROUND WITH THE LEVELS CAME 
FROM WATCHING PEOPLE PLAYTHE GAME... SOME LIKED 
THE SPIKES, OTHERS WANTED TO FOCUS ON TACTICAL 
PLAY. SO WE CREATED COMPETITIVE MAPS IN WEIRD 
SHAPES TO ENCOURAGE PLAYERS TO LEARN HOWTO USE 
THE LAYOUTS TO PERFORM TRICK SHOTS." 

NICK MADONNA, STUDIO FOUNDER 


^8 / THE OFFICIAL XBOX MAGAZINE 


WWW.GAMESRADAR.COM/OXM 







HOW GAME ^ IS 
REINVENTING... 

THE STRATEGY RPG 



THE STATUS QUO 

Fife Emblem, Advance Wars, 
Fmal Fantasy Tactics - at their 
best, strategy games are the 
kind where you settle down for 
'one quick go' before dinner, 
and by the time you switch the 
console off it's billions of years 
in the future and Earth has 
been sucked into the Sun. 



THE PROBLEM 

Strategy RPGs are, at their 
heart, simple beasts. Or at 
least they should be. But too 
often they get bogged down by 
mechanics that are either no 
fun or completely superfluous, 
all in the name of offering extra 
'depth'. Random example: 
sending members of your squad 
out on unseen 'jobs' so they 
level up or reward you in one of 
the game's nine currencies. 

THE SAVIOR 

'Streamlined' is a dirty word 
in RPG circles, often treated 
as a synonym for 'dumb'. But 
the truth is that the baggy 
genre could do with someone 
taking an axe to it, and Game 


4 cuts right back to the roots. 
Here, all you need to worry 
about is positioning your 
soldiers - they'll then decide 
for themselves the best course 
of action. Which easily leads 
you to believe that the game's 
depth could fit in a thimble. 

THE VERDICT 

But really, when you boil it 
down, isn't that what SRPGs 
are all about? Determining the 
weakness and strength of each 
of your units, and deploying 
them tactically where they'll be 
most effective? And Game 4 has 
some very creative 'units' - a 
hulking farmer whose shield 
offers protection, a princess 
with a long-range mace... we're 
going to need a bigger thimble! 


GENRE BUSTERS 


HOWSCREENCHEATIS 

REINVENTING... 

THE SPLIT-SCREEN FPS 



THE STATUS QUO 

Talk 'split-screen deathmatch', 
and your brain will likely 
wibble-wobble back to hazy 
memories of you and three 
friends crowding round an N6^ 
and a fat-ass CRT, shooting 
each others' brains out while 
cackling like a witch with an 
Arrested Development boxset. 
We don't have any readers here 
who weren't even born in 1997, 
do we? Because that would 
make us feel rea/Zy old. 

THE PROBLEM 

Local deathmatches went out 
of fashion partly due to the rise 
of online play and partly, we 
suspect, because they were a 
pain in the ass to code. In any 
case, one of the most common 
complaints was that it was too 
easy to 'screen cheat' - that is, 
to find out what your opponents 
were doing by having a good old 
beak at their screen. 

THE SAVIOR 

Screencheat is an FPS designed 
around - you guessed it! - 
screen cheating. Enemies 






don't appear in your screen, 
so to determine where you're 
shooting, you either have 
to look out for their gunfire, 
or, more likely, direct your 
peepers to their portion of the 
screen to see what they're up 
to. Maps are designed with 
tons of instantly recognizable 
reference points, and are split 
into colored quadrants for easy 
recognition of locations. 

THE VERDICT 

Er... it's fast-paced, punchy and 
good fun, but we're not entirely 
sure it's got the legs to be 
anything more than a novelty. 
That said, we've still got PTSD 
after the invisible monsters 
from The Evil Within, so maybe 
you'll have better luck with it. 


THE DEVELOPER SPEAKS 

"WE'RE ATTEMPTINGTO STREAMLINETHE GENRE AND 
MAKE ITACCESSIBLETO PEOPLE WHO USUALLYSHY 
AWAY FROM TURN-BASED GAMES. ONE COOLTHING IS 
THATYOU CAN BUTTON-MASH YOUR WAYTHROUGH, 
WHICH YOU CAN'TWITH MANY OTHERS... BUTTHERE'S A 
DEEPER LEVEL OF STRATEGY TO BE FOUND." 

IAN MORENO, PRODUCTION CO-ORDINATOR 


THE DEVELOPER SPEAKS 


"THE IDEA FOR SCREENCHEAT CmE TO US WHEN WE 
WERE TRYING TO BUILD A CO-OP GAME WHERE EVERYONE 
HAD TO USE VERBAL COMMUNICATION TO OVERCOME 
OBSTACLES. WE KEPT SAYING, 'BUT EVERYONE'S GOING 
TO SCREEN CHEAT UNTIL IT HIT US: WE'RE GOING TO 
TURN SCREEN CHEATING INTO A MECHANIC." 

NICHOLAS MCDONNELL, FOUNDER S ARTIST 


S^(a)0XM 
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FEATURE 


I 


o 


HOW INSIDE MY RADIO 
IS REINVENTING...THE 

RHYTHM-ACTIONER 



THE STATUS QUO 

Rhythm-action games are 
basic^ally a digital extension 
of our primal urges - if there's 
a catchy beat, then it takes 
all of our inner strength to 
resist drumming our fingers/ 
clapping/clicking to it. The only 
difference is, rhythm-action 
games make you do it in tune to 
a bunch of percussion-playing 
elephants, or something. 

THE PROBLEM 

From Guitar Hero to PaRappa, 
there's a rhythm-action game 
for everyone, it seems. But the 
genre has struggled to bust out 
beyond its mini-game roots. A 
few endless runners are about 
as close as devs have come to 
turning the gimmick into a more 
substantial adventure. 

THE SAVIOR 

Inside my Radio is a neon- 
infused platformer so bright 
it has the '90s reach for the 
sunglasses. While you move 
around, special actions - such 
as a jump or a dash - can only 
be done on the 'beat' of the 


THE DEVELOPER SPEAKS 


I music. There are three different 
[ worlds - electro, disco and 
i dub - each with a different 
' tempo, and you can add or 
I subtract layers of the music at 
[ set points in levels, meaning 
j (hypothetically) you're never 
( lumbered with a tune you hate. 

i THE VERDICT 

' And you'll need to get on with 
! the tune, because there are 
I almost no visual cues - you 
I have to rely on your ears. 

[ It's funky stuff, as you'd 
' expect, but sometimes the 
I environmental puzzles feel a 
i little basic - and due to this, 

I it doesn't feel like much is 
I at stake if you screw up your 
I timing. Perhaps things get more 
i fiendish later on in the game. 


"IN VIDEOGAME PRODUCTION, MUSIC AND SOUND IS 
USUALLYTHE THING YOU DO IN THE LAST MINUTE - WE 
WANTED TO PUT IT ATTHE FRONTOFTHE PROJECT AND 
MAKE ITTHE FOCUS." 

OLIVIER PENOT, PRODUCER 


HDW ARITANA IS 
REINVENTING... 

THE PLATFORMER 



THE STATUS QUO 

The humble platformer was 
basically perfected three 
decades ago, wasn't it? The 
genre was barely out of diapers 
when Super Mario Bros came 
down the pipe in 1985, with 
its sleek controls and 'jump on 
enemies' heads' mechanic, and 
nailed it for eternity. 

THE PROBLEM 

Well, it's not a problem as 
such, is it? But after decades 
of wash-and-repeat clones, 
any platformer that attempts to 
deliver something outside the 
box gets a thumbs-up from us. 

THE SAVIOR 

Brazilian- born Aritana and the 
Harpy's Feather is just one 
of a number of interesting 
indie titles emerging from the 
growing South American dev 
scene. Think of it as the tropical 
Never Alone - the plot aims to 
showcase a side of Brazil the 
outside world doesn't normally 
see: the intensely spiritual 
world of the mammoth country's 
remote forest tribes. But while 

THE DEVELOPER SPEAKS — 


• the storyline may be rooted in 
I ancient mysticism, it has some 
i very modern ideas. 

‘ THE VERDICT 

’ The biggest mental obstacle 
I to overcome is that you have 
' to continuously swap between 
j two stances - one geared 
•’ towards offense, the other 
! to speed and agility. To reach 
I platforms, you bounce on foes' 
I skulls, yes - but you do so by 
slamming down on the right 
[ analog stick at the point of 
I contact. After years of muscle 
I memory, the unusual controls 
‘ jar, and for the longest while 
J you feel like you're wrestling 
i with the game - but once it 
I clicks, it has a rhythm that's 
^ very much its own. 


"PEOPLE ARE ALWAYS EXPECTING THE SAME 
PLATFORMER AS BEFORE, AND THAT MEANS 
CONTROLS ARE ALWAYS THE SAME. BUT XBOX ONE 
HAS THIS FANTASTIC CONTROLLER, AND SO MUCH 
OF IT ENDS UP GOING UNUSED. WE WANT TO BREAK 
DOWN THAT BARRIER." 

PERSIS DUAIK, DEVELOPER 
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HOWTUMBLESTONE 
IS REINVENTING... THE 

COMPETITIVE PUZZLER 



HOW PIXEL GALAXY IS 
REINVENTING... 

THE SHOOT-'EM-UP 





THE STATUS QUO 

Everyone loves a good block 
puzzler lyes, even you, grumpy 
- we can see you pulling faces 
at the back). Think of the giants 
of the genre - Tetris, Columns, 
Puyo Puyo... all timeless 
classics, and all of them have 
multiplayer modes, so it's fun 
for all the family. Right? 

THE PROBLEM 

Wrong! They might be a perfect 
fit for solitary players looking 
for a cerebral challenge, but 
historically the formula doesn't 
translate well into competitive 
multiplayer. The main issue is 
that players aren't in direct 
competition with each other. 
Typically, the only way players 
interact is arbitrary punishment: 
when one player clears a line, a 
ton of crap gets dumped onto 
the other's screen. 

THE SAVIOR 

Unlike other block-puzzle 
games, Tumblestone is built 
with multiplayer tussling 
squarely in mind. Think of it 
as a mix between a match- 


three puzzler and the classic 
boardgame mahjong; you work 
your way from bottom to top, 
zapping like-colored blocks 
in batches of three. If you get 
stuck, there's a reset button 
that takes you back to square 
one. What follows is a mad 
sprint to the top, as players 
scramble to clear their puzzle 
before the opposition. 

THE VERDICT 

Tumblestone's rounds are 
quick, but they manage to pack 
in a huge number of emotional 
peaks and troughs. Moreover, 
while you don't interact directly 
with your competition, there's 
a sense that you're actively 
battling against them - not just 
sharing TV space. 


4 - * ‘ ■Li.-. ** 


- 4 , 4 

, - ^ 


» ✓ t ' 

t f * ^ 


THE STATUS QUO 

ShooKeir-ups are, 
traditionally, one of the more 
experimental of genres - even 
waaaaay back in the early ' 80 s, 
titles such as Galaga, Ikari 
Warriors and Gradius were wildly 
different from one another. 

After briefly dropping off the 
radar, the advent of twin-stick 
controllers gave the genre a 
second wind, spearheaded by 
the mighty Geometry Wars. 

THE PROBLEM 

But Geometry Wars reinvented 
the genre just a little too well, 
didn't it? Its specter looms large 
over most modern fixed-arena 
shooters. Blast the baddies, 
collect their detritus, boost 
your multiplier. It's a brilliant 
template - one the genre's 
struggling to move beyond. 

THE SAVIOR 

Meet Pixel Galaxy. Here, the 
idea isn't to avoid enemies - 
it's to crash into them. Bashing 
an enemy bolts them into your 
craft at the point of contact, 
meaning you can use them to 
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craft a makeshift shield around 
your small, vulnerable ship. 

THE VERDICT 

Pixel Galaxy's 'shieldcraft' 
conceit gives the action a 
refreshing cerebral twist - if 
your vulnerable core gets hit, 
it's a one-shot kill, so you 
need to make sure it's 
protected from all directions 
- meaning you're not only 
trying to collect enemies while 
dodging gun fire, but you're 
trying to connect with them 
at a specific angle. The larger 
your craft gets, the more 
unwieldy it is - but more craft 
means more firepower. It's a 
delicate choice that you need 
to make in the run-up to each 
stage's end-of-level boss. 


THE DEVELOPER SPEAKS 

"I LIKE TO THINK THAT TUMBLESTONE \S JO 
BLOCK PUZZLERS WHAT PORTAL IS TO SHOOTERS. 
THERE'S NONE OFTHE RANDOM CHAOS THAT YOU GET IN 
MOST MATCH-THREE PUZZLERS - SUCCESS IS ENTIRELY 
DETERMINED BY YOUR ACTIONS." 

TY TAYLOR, GAME DESIGNER 


THE DEVELOPER SPEAKS 


"WE WANTED TO MAKE MORE OF A LOVE-BASED 
SHOOTER. INSTEAD OF SHOOTING YOUR ENEMIES, YOU 
JOIN UP WITH THEM AND YOU SURVIVE TOGETHER." 

ZHENGHUA YAN, FOUNDER S CEO 
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he ship groans like a 
whale having a heart 
attack. Somewhere, 
deep underneath the 
pilot's well-rounded 
buttocks, bulkheads 
are giving way and 
tensile cables are 
fraying apart. I glance down at my 
in-ship hands, sitting calm, steady and 
pressure-suited on the controls. Soon, 
there's a cork-popping noise, followed 
by a building rattling and cracking. 

As fracture lines spread across the 
ship's diamond-hard canopy, the 
Siri-like voice of the ship's computer 
intones your worries. "Hull integrity 
compromised," she says. "Pressure 
warning." There's a moment of stillness 
and calm. The debris of our defeated 
enemy hangs in front of a distant blue 
planet like dust motes in sunbeams. I 
muse that, unless we get to a station 
soon, we won't outlive him by more than, 
ooh, ten minutes. Then the glass blows 
twinkling out into the void, taking the 
atmosphere with it, and all noise dies... 

Many of you won't have heard of the 
original Elite - that's fair enough, 
considering it was released over 30 
years ago. It was a groundbreaking 
space-trading sim, created in 198^ for 
the BBC Micro and Acorn Electron. Why 
was it so important? Well, Gary Penn, 
one of the creators of Grand Theft Auto, 
has said that the original GTA was 
"basically Elite in a city", with the 
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trading elements removed. That's why 
we're so excited that Elite: Dangerous 
is coming to Xbox One; it's like the 
cloning of a mammoth, except a cool, 
up-to-date mammoth that can use a 
mobile phone and has heard of Katy 
Perry. And it's literally something that 
no console has ever managed before. 

Of course, this long-overdue sequel 
has more heritage than just Elite. Since 
Elite was first released, we've seen the 
death of much of the ambitious bits of 
Earth's space program. No more Moon 
landings or space shuttles. Elite 
launched closer to the first Moon 
landing than to today - the developer 
still had that Carl Sagan sheen, that 
sense that mankind's destiny is out 
among the stars. Today's astronauts 
are mere repairmen tinkering with 
mobile-phone transceivers, barely 
out of the planet's atmosphere. 

So Elite: Dangerous is unique 
because it shares that early dream of 
space, which it draws from one of the 
original's two creators, David Braben. 

As you can read in the interview on 
page 58, his enthusiasm for space © 

"THE GLASS BLOWS 
TWINKLING OUT 
INTO THE VOID" 
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science is undimmed. I've been playing 
Elite: Dangerous on PC on and off since 
it was successfully kickstarted back in 
January 2013, and today I've come 
down to Cambridge to see Braben and 
hear about the new Xbox One version.' 

Of course, much has changed since 

^ 198^. Elite was literally phosphorescent 
white wireframes, representing your 
hardy ship as you attempted to trade 
between procedurally generated star 
systems. Your imagination filled almost 
everything in. Its 1993 sequel Frontier: 
Elite II (which Braben's studio is named 
after), added in colors, realistic physics 
and planetary landings. 1995's sequel. 
Frontier: First Encounters added in a 
plot, aliens and FMV. And then for 20 
years, it went quiet. 

Dangerous has added a lot more 
than that. For one example, there are 
^00 billion star systems to explore, 
including every real object that 
humanity has identified in the sky. 

. Every object that we know about has 
everything we know about it modeled 
accurately, then remodeled to fit with 
Elite's setting of the year 3301AD. 

Want to visit the central star of 
Orion's belt? You can try. It's called 
Epsilon Orionis, AKA Alnilam, and 
looking at it on the mind-boggling 
galactic map, it's way below the 
galaxy's spiral arm, isolated from other 
stars. You'll need a pretty special ship 
to make that jump, but we're sure 
someone will get there. Similarly, PC 
players worked out the trajectory of the 
Voyager space probe, identified where 


t The Anaconda 
I is the 
j biggest 
I human- 
j piloted ship 
I and costs 
j millions of 
! credits . 


Ships 

equipped with 
0 fuel scoop 
con refuel 
from suitable 
stars . 


it should have been by 3301AD, then 
flew there - and there it was. 

The key takeaway from this is that 
Braben's game has the systems in 
place that mean not only can you go to 
that star and that it's as near to reality 
as possible, but that getting there is a 
deliciously videogame-y challenge. You'll 
have to think about fuel, hostile craft, 
black holes, and get used to skimming 
the surface of stars for hydrogen fuel 
- which is terrifying if you don't know 
what you're doing. "It's a very dark 
universe, a very cold and dangerous 
place," explains executive producer 
Michael Brookes. "Players spend most 
of their time on the fringes, like the 



"EVERYOBJECT 
WE KNOW OF HAS 
BEEN MODELED" 


American Wild West, where a gold rush 
is going on. Typical grungy sci-fi." 

For this is, mostly, a hard science 
universe, as art director Chris Gregory 
explains: "Obviously, if you're 
interested in science, you're going to 
find lots to talk about - you're going to 
find nebulae that are actually in the 
real world; you're going to find planets 
that are actually there. Sol is modeled 
fairly realistically; you can find Earth, 
even. If you're not necessarily science- 
minded and you're in it more for the 
cool ships and the action, then what it 
does is just provide you with an 
amazing space to play that game in." 

I said earlier that Elite was a 
space-trading game. Well, that's a fair 
description of Elite: Dangerous, too, 
albeit with all the complexity of a 
modern multiplayer game. Like Destiny 
or Dark Souls, other players inhabit the 
same universe; leave open play mode 
on, and you'll pass them regularly. 

If you want, you can explore solo, but 
the real enjoyment comes from doing 
so alongside other living pilots - or 
going out in the asteroids and mining 
them for rare minerals - or carrying 
precious cargo between distant 
systems - or, of course, shooting those 
traders down and taking their stuff. 

"We're trying to have it like real life 
- I don't have to go and risk my neck; I 
choose what my thresholds are," says 
Laurence Oldham, executive head of 
design. "It's about letting the players 
understand that geography of options, 
build their own choices and narrative." 
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belt favors 
the faster 
small ships. 


Simply put, space exploration is the 
purest role. To go exploring, you want 
something like an Asp or an Adder - 
two ships with long jump ranges and 
good weapon loadouts. Us humans 
have only spotted something like 
1^0,000 objects from Earth, but Elite's 
galaxy has ^00 billion stars in it. So you 
can go out into the universe and focus 
on exploring these. Perhaps one day 
you'll find sentient life... 

Galactic geography 

These unknown systems are generated 
by an intelligent piece of tech called 
the Stellar Forge, as Gregory explains. 

"It generates a simulation of the entire 
galaxy based, as far as it can, on NASA 
data and a load of thinking by a lot of 
very clever people to make a convincing 
sim of the known areas of the galaxy 
and then extrapolating from that for the 
rest of it," he says. "What that then 
needs is some form of visualization, 
which is what we had to do. 

"So if it's telling us that in this area of 
space, because of the gravitational pull, 
or because of the orbit from the Sun, 
that this planet is going to be icy, then 
we need to make sure that there's an 
icy planet that can swap in there that's 
going to suit it... It was a bit of a wrench 
to relinquish control in terms of the art 
direction and the art style of that, and 
to trust that the Stellar Forge and the 
renderer would spit out convincingly 
pleasing and effective results." 

Looking out of the ruptured ship 
window at a gas giant, as the oxygen 
seeps away, I think it's been worth it. 
"We went to great lengths to model 
things like the gas giants," says 
Gregory. "These have actually got a 
flow map in there that will change over 
time. Were you to park your ship up 
outside there and record a time lapse, 
you would actually see the lines 
change... It is a simulation." Similarly, 
the interiors of Elite's city-sized space 


stations have all been carefully 
modeled to reflect the way that spin 
simulates gravity - though we can't 
explore them just yet. 

Travel involves using your ship's 
navigation systems to plot hyperspace 
jumps, then charging your FTL 
(faster-than-light) jump engines and 
jumping into Supercruise speed. It's 
possible to fly around the entire Solar 
System in minutes. Once in Supercruise, 
you can target another star and push 
the craft even harder, into Frame Shift 

- a method of hyperspace travel that 
folds space. It's a fiction that sits 
uncomfortably amidst the hard science, 
but it makes galactic travel possible. 

Brookes justifies the inclusion of FTL 
travel. "It's what Braben calls 'The Big 
Lie'. We've got the whole galaxy in there 

- and as Douglas Adams said, 'space is 
pretty big'. So we had to make sure 
players could navigate in something 
resembling realtime. We've already had 
people who've visited the far side of the 
galaxy. But they haven't seen everything 
yet; they're running at having visited 
just 0.000^% of systems, and that's 
without having scanned every planet." 

As long as your ship packs the right 
equipment, you can scan the stars and 
planets for data, which can then be 
sold back in the central systems. What 
you're looking for is a habitable 
Earth-like planet. Also, the first person 
to visit a system gets their name 
appended to it - another incentive. 

So players take ships like the Asp 
and customize them. Thankfully, every 
ship has a ton of different gear of 
different quality to buy; buying the ship 
itself is only a tiny proportion of the 
cost of outfitting it. Players strip them 
down, leave guns off and tear out 
cargo bays, just to slightly increase the 
jump range so they can get to more 
remote, unexplored systems. 

Others strip out everything but 
storage space and engines, as trading 
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7 Head of Audio 




NOTHING IS MORE IMPORTANT FOR 
CREATING CONVINCING IMMERSION 
THAN SOUND - AND ELITE'S IS 
SPECTACULARLY CONVINCING 


Space is, famously, silent. Yet you have four 
coders working on sound. What ore they doing? 
When we first mode this gome, we thought, 
'Let's give players the experience of being 
in 0 submarine, stay true to the science.' 
That's actually really boring. So we came 
up with the idea of an audio HUD. The ship's 
computer builds a sonic picture of the 
outside environment. There are at least eight 
different layers of sound effects in there 
to describe acceleration, deceleration, mass 
shift. Beneath that, there's another set; so if 
you fiddle with your power options, or you're 
carrying cargo, that'll hove on effect on your 
moss, which will also affect sound. Basically, 
we're getting o lot of telemetry from the 
gome, and we're converting that into audio. 
There's also over on hour of incidental music. 


So the computer simulates what sounds o human 
would expect to exist outside a spaceship, if 
there wasn't o vacuum? 

Yes. In space, nothing has weight, so it's the 
sound that gives it the weight. That gives us 
the license to hove really cool stuff, like 
ship flyby sounds - giving oil other ships 
their own specific sounds just mokes the 
experience more exciting. Staying true to 
the fiction, if the canopy breaks, you lose 
that sound. You've got headphones, so you're 
hearing your breathing inside your mask, 
and you're hearing the ship's voice through 
your headphones, but everything else - if you 
shoot your guns, for example - is very muted.* 
If you try to dock, you'll go bock inside on 
atmosphere and the sounds will return. 












* t ^ 


How do you choose what sounds engines moke 
in the future? ’ 

Everyone knows how o spaceship's supposed 
to sound, but we've always steered away from 
that - rockets ore justTioise, which gets 
very fatiguing, so we reserve that for things 
like boost. The actual engines, well, we 
looked at Ben Burtt's work - the holy grail of 
sound designers. He worked on Star Wars and 
Wall-E. In the awful first Star Wars movie, 
he mode the pod-rocing so that each vehicle 
hod 0 real character about it. So we've got o 
whole different gamut of ships by different 
manufacturers, with o sound designer working 
on each one. We started with the Sidewinder, 
when it was the only ship in the gome, ^e 
spent 0 long time getting it right, feeling 
fun. You wanted to interact with it-. We used 
lots of guitar effects - tremolo, for example 
- to give the sense of motion, modulating 
the volume os you go faster. We did l*ots of 
experimenting and found o formulc^j this set of 
eight sounds, then copied that onto another 
empty ship, removed oil the sounds and gave 
it to 0 new person. That meant that each ship 
ended up with the some system but completely 
different sounds. So the Viper sounds like o 
sports cor, really throaty and gas-guzzling. 




o 
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is another way to survive. Get yourself a 
Hauler and you can start to build your 
empire, by buying cheap in one station 
and selling expensively elsewhere. 

The game aids this by showing you 
(frankly terrifying) trade routes on the 
galaxy map, assuming you've 
purchased the most recent trading 
information, or by showing galactic 
average prices in the trading center. In 
these big trading ships, you can also 
use mining lasers to blast apart 
asteroids, scoop up the floating ore 
and refine it on your ship, before selling 
it on - which is another entirely 
different profession. 

Watch out, though, as driving one of 
the bigger trading ships is like painting 
a large target on your back. That's why 
a savvy driver will cover the outside of 
his ship in turrets. And if you must drive 
a Type 9, the blue whale of Dangerous' 
current ships, get a docking computer 
- the ships are almost exactly the size 
of a standardized port entrance and it 
takes a steady hand to land them. 

An alternative form of trading is 
smuggling. Each system and alliance 
has its own laws, and you can buy (or 
find) commodities in some that are 
illegal in others - toxic waste, high- 
end weapons and so on. Selling these 
on the black market can fetch you a 
pretty penny, if you can avoid the local 
police scanning your cargo. 

If you can't, it plays into the heat 
system. Ships, when in operation, 
generate heat that is radiated into the 


Elite' s 
screenshots 
and concept 
art are 
often hard to 
distinguish 
between . 


The HUD is 
projected 
inside your 
ship, and 
disappears 
when not 
in use . 


void. Without that helpful radiation, all 
the ship's components would break 
and then you'd cook to death in your 
cockpit. However, the hotter you are, 
the easier you are to scan. Same goes 
for the larger you are. So to sneak in 
under the police's noses, you need to 
find a way to get cool. If you close off 
radiation units, the ship's temperature 
will rise dangerously rapidly - but you'll 
disappear from radar. 

Brookes has a different tactic: "You 
can either stealth your way in, or do 
what I do. Line up about 10km out from 
the docking hole and come in cold at 
maximum velocity in flight assist off 
mode. As long as you go fast enough. 


the police scans won't have time to 
work." Then you just need to brake... 

Space invaders 

And, of course, the game wouldn't be 
complete without the wolves to prey on 
the sheep. Attacking other players is 
easy; you can just line up a shot on 
them and pull the trigger. But combat is 
classic zero-G dogfighting, like X-Wing 
vs TIE Fighter \N\Vr\ six degrees of 
freedom to consider. Even the biggest 
ships can be taken down by smaller, 
more agile vessels that know what 
they're doing. Get into the blind spot of 
a big ship and use your faster speed to 
stay there, and it can't hit you - but 
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watch out for any automated turrets. 
And if you can work out how to master 
flying with the flight assist system off, 
then you can perform tricks like flying 
backwards at full speed while firing 
and flipping on the spot. 

That's not notably harder on a pad. 
Indeed, almost everyone I saw around 
the office was playing with an Xbox 
pad, including Brookes. "From a design 
perspective, the core mechanics aren't 
really going to change between PC and 
Xbox," he says. "I play with a pad. I 
couldn't fit an X52 joystick on the desk 
anyway. All commands are mapped into 
the controller. It's fully customizable." 

Let's assume you're not that good. 
Every ship has shields that will absorb 
a few shots, but if the damage gets 
through, all hell breaks loose. As your 
guidance systems, weapons and 
devices fail, you'll lose the fight quicker 
and quicker. Even if you win, the 
damage to your ship might be so great 
that you'll die before you hit the port. 
Losing cabin pressure doesn't mean 
instant death - but it will happen 
eventually when your oxygen runs out. 

So what happens when you die? 

Well, in Elite: Dangerous you simply get 
returned to the last space station you 
visited, without your ship. If you have 
enough money in your bank account, 
you can get it back through insurance. 
Otherwise, you'll be kicked back down 
to the vanilla Sidewinder, which you 
can always get for free. 


And we've not even talked about the 
consequences of who you choose to 
attack or kill. If they're an innocent 
trader, then the Pilots' Federation will 
automatically put a bounty on your 
head. Every attack will make the bounty 
go up, and you'll start appearing on the 
in-station news feeds, encouraging 
other players to start hunting you. 

Indeed, bounty hunter is a perfectly 
acceptable (if risky) profession. 
In-station bulletin boards always have 
jobs from one or another faction asking 
for so-and-so Al player to be killed, and 
you can scan others as you fly along. 
Your reputation with different factions is 
essential for getting access to top-end 
spaceships or certain systems. And this 
is one of the few ways of improving it. 


You can't 
buy ships or 
credits using 
real money 
- only new 
paintjobs . 


ELITE: DANGEROUS 

2— "H //CHRIS GREGORY ////// 
//ART DIRECTOR III UU 

ONE GIANT STEP FROM BLACK- 

AND-WHITE VECTOR GRAPHICS 
"t TO CUTTING-EDGE HARDWARE 
\ SUCH AS XBOX ONE 

O 

How important was the look of the original 
game to you? 

Vector graphics are very simple, but it's 
important to remember that it was the first 
game to feature 3D graphics to this level. 
David [Braben] did a very canny job of using 
very simple linework to create iconic shapes 
that really lodged in people's memory. I was 
very surprised talking to the fans at various 
events, how emotionally connected they are 
to these ships now. I think part of that is 
because, when they were playing the game, 
they weren't seeing that. They were seeing 
the boxart - they were seeing the dream of 
Elite. What we had to do was deliver on that 
and make it relevant to today. 

o 

How do you deliver on a dream of Chris Foss- 
style science-fiction art, while staying true 
to real Newtonian physics? 

David's very keen on our ships being very 
functional in terms of thinking about what 
they would need [in order] to do the job that 
they need to in the game and the fiction^ 
and to make sure that every ship has that 
on there. Every ship has hardpoints to fit 
weaponry, thrusters all around to do cool 
zero-G maneuvers, heat vents at t*he back... 
o 

The guns and landing gear retract when not 
in use. Do you actually have a design of how 
everything fits inside these ships? 

At the moment, the game is limited to playing 
through the eyes of the pilot sat in this'" 
seat. Obviously, down the line, we'Ve got 
to get out of that seat, and we want to run 
around the ship. So we definitely have to 
think about all the complex working Ijpatures 
of the ship its ramp, its landing gear, how 
do people get in and out - a really long list 
of considerations that^eed to *be taken Inti) 
account. All built to correct scale for 
a correct character. 
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It's not all acting as an individual, 
though. The game has a backstory 
following on from the earlier titles, 
which is being told subtly - through 
missions, the endless news feed and 
strange artifacts floating in space. The 
story is handwritten and updated every 
day, reflecting players' actions and 
^even calling out players by name. 

At the moment, it's focused on a 
cold war that's slowly turning hot 
between the two biggest Al factions in 
human space - the Empire and the 
Federation. Despite their names, 
neither is particularly loveable. The 
Empire is much like the Roman Empire, 
about patronage and wars for glory and 
riches; the Federation is about 
■ capitalism "red in tooth and claw". 
Being friendly with one while flying in 
the other's territory is not a good idea. 

As that shifting cold war implies, you 
can also change the galaxy. Players 
can work together to choose to take 
■particular directions. The recent 
updates have allowed them to build 
starports and capital ships, and by 
completing certain missions, players 
have driven entire systems to war. 
"We've got a living game," says Oldham. 
"We're still learning and evolving it, but 
Jhere are systems and rules, and we're 
trying to make them clear." 

A new hop.. 

. The Xbox One version was still at an 
early stage when I went down to 
Frontier, but I glimpsed some new 
content coming to Xbox One at launch 
that will make the PC crowd jealous, 
even though it's only a timed exclusive. 
On top of that,,there are ambitious 
add-ons coming down the line, such as 
seamless space-to-atmosphere flight 
and landings on planets. There will be . 
on-foot activities including EPS 
combat, ship boarding attempts and 
walking on populated planets. There 
will also be multiplayer crews, so you 
can play with your friends at Star Trek. 


You can 
independently 
target ships' 
subsystems 
- crucial if 
you want to 
take down a 
larger ship. 


Each ship's 
angular shape 
is drawn 
directly from 
the original 
vector 
graphics . 


It's been 18 months since Elite: 
Dangerous went into beta, which 
means Frontier has had all that time to 
polish its art, music and systems. We're 
confident the Xbox One version will 
have the same attention lavished on it, 
and Brookes is reassuring. "It's very 
much still a work in progress. But 
having come from working on a wide 
range of different-spec machines, we 
know what the Xbox One spec is. We 
know exactly how much memory we've 
got to play with, what the hard drive 
does, what the controller does. I think 
that gives us a lot less effort. It's not 
running yet, but I'm confident it will." 

Essentially, Elite: Dangerous is a 
hugely complicated simulation of our 
universe, if faster-than-light travel 
existed. With a subtle long-term plot, 
stunning procedurally generated 
visuals and a totally open galaxy to 
explore, it's the perfect sofa timesink. 
That is, if you can get your head around 
the real science at its heart, and want 
to see the Earthrise from the Moon. Me? 
I just want to get my ship back to a 
station before I run out of breath. ■ 


"A COLD WAR IS 
SLOWLY TURNING HOT 
BETWEEN FACTIONS" 


// DAVID BRADEN //// 
// EXECUTIVE PRODUCER 

BRABEN HAS BEEN WORKING ON THE 
ELITE SERIES SINCE HE CREATED 
IT 30 YEARS AGO. WE CAUGHT UP 
WITH HIM FOR A HIGH-LEVEL 
LOOK AT THE GAME... 

Can we call it an MMO? This is 
the first MMO-thing on this 
generation of consoles. 

Well, potentially guite a few 
firsts. We're releasing a very 
broad game - it's not just that 
it's an MMO, it's that you can 
do what you like and you're not 
too directed. I really hope 
the console audience will love 
that. To be honest, I would 
love to play it on a console, 
because with PC you never know 
if it will run, or if it will 
run slowly, if it will stutter, 
if certain features will 
work. With Xbox One I've got 
confidence that the experience 
you get, save for extreme coses, 
will be the some that we get. 

How do you think new players 
will cope with the complexity? 
Any gome where there's 
complexity will be a challenge. 
There ore players who'd rather 
hove 0 more simple control 
scheme, so we ore bearing in 
mind that you might come at 
the gome differently. Even on 
PC the learning curve has been 
difficult, but we're continuing 
to improve it, and all that will 
be folded into the Xbox anyway. 
But, hey, there ore people 
who've played over 1,000 hours! 
In 0 gome that's only been out 
90 days! That's MMO players 
trying to complete the gome. 
Except there's no 'complete' 
with AOO billion stars. 

o 

You seem to be leveraging your 
studio well and getting lots 
of stable content out quickly. 
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That bodes well for the exclusive 
content at the Xbox One version's 
launch. The discovery of secret 
content like 'unusual artifacts' 
and Voyager is exciting. 

The beauty of that is I'd 
rather people found out from 
each other. I love this kind of 
thing - the mythology con start 
up around secrets, which isn't 
true but it's quite fun! When I 
ploy 0 gome, I love discovering 
something. It's amazing, even 
if I just hear about it from 
someone. There was one in 
Frontier, about o mythological 
ship, which wasn't true, but the 
mythology grew and grew, even 
with fake screenshots of it. 

O' 

What about the long-term plot - 
con players affect that? 

Yes! For example, there was o 
slave rebellion in the gome, 
where slaves hod token control 
of 0 system and the oppressors 
arrived with big warships. You 
could do things like running 
guns to the oppressed or fighting 
alongside the oppressors to 
take out the rebels. Oddly, 
many more players sided with 
the oppressors, os they were o 
much bigger faction, so you got 
benefits across many systems, 
rather than just there. It's 
selfish versus altruistic. I'd 
expected players to side with the 
uprising, then the system would 
become o free system. The story 
works both ways, but what players 
ore saying is, 'Let's enslave the 
galaxy and moke money.' 



The players ore becoming the 
evil Empire... 

It'll be interesting to see 
if people will engage on Xbox 
in the some way. You're still 
engaging with morality, just on 
the side that's slightly dirty, 
-o- 

Will the story restart for the 
Xbox version? And will there be 
cross-platform ploy? 


ELITE: DANGEROUS 


No, it won't. And we haven't 
said if there will be cross- 
platform ploy, but we know that 
there won't at some times. We 
don't wont any one platform to 
be held bock, but one platform 
might lead another in individual 
features, because that way we 
don't hove to roll out updates 
across oil platforms on the some 
day, which just has technical 
risks. It's the some galaxy, the 
some world and the some story 
you con contribute to. If you're 
contributing to building o space 
station in o particular mining 
area, you're still doing that 
and getting the benefit from it. 

It seems to me that the heart of 
Elite is your love of science. 

A lot of people here also hove o 
love of science. It doesn't take 
0 lot of time to put in, but I 
love that it's there. We haven't 
done block holes with accretion 
discs, because they're quite 
rare, but there ore o lot of 
suggestions that block holes 
ore pretty common. But we hove 
no way of seeing them, except if 
something flies into one, when 
you get o burst of gamma rays. If 
0 spaceship flew into it, that 
would work, but that's no fun 
for the player in the spaceship. 


Given that love of science, does 
it hurt to not hove the gome be 
purely Newtonian - to hove the 
audio propagate in o vacuum? 

The audio isn't propagating in 
0 vacuum - it's being recreated 
in your ship. But I take your 
point, and we did look at that 
but it's important that it 
sounds real. Given that in 2015 
we con create great sound, I 
con believe that in 3300 we con 
create great simulated sound in 
0 spaceship that helps pilots. 





In-gome space 
stations ore 
named after 
pop culture 
references, 
like Leonard 
Nimoy and 
Pratchett's 
Disc . 


The biggest 
challenge 
for many new 
players is 
to land their 
ship without 
crashing . 




There's already talk in planes 
to recreate sounds, os at the 
moment warning systems ore 
0 cacophony. The Air France 
disaster showed that there were 
so many contradictory alarms 
going off that the pilots were 
confused. Whereas if you moke o" 
sound simulate the problem, like 
having the sound of o plane from 
the right direction, that is o 
more understandable alarm. 
o 

But what about compromising the 
reality of the sim in general? 

Ah, the Big Lie. Hyperspoce. 

It mokes space exploroble, by 
someone who doesn't die or hove 
to go through the generations* 
very quickly. There ore several 
parallel problems. Even if you 
could travel faster than light, “ 
the distances ore so great th^it 
the acceleration you'd need 
would reduce you to liquid. It/s 
not just 0 spee’d-of-liqht issue. 
The assumption we've p^de, which 
has no scientific just-if icotion, 
is that you 'con warp and punch 
throuqh^poce, which would, 
take 0 vast amount of energy, 
which is why we've said that the 
amount of power your ships* would 
need is huge. It. contracts the 
distance and accelerations.. 

It deals with [it] in o nice 
'sweep it under the carpet' way. 
Other things, like artificial 
gravity on space stations, we 
assume that it feels tl^ some 
os acceleration. Whereas with 
ships, it'll be zero-G, so 
the linings of your shoes a*re 
electromagnetic and the floorsc^ 
ore ferromagnetic. And oil our 
ships ore fusion feoctors . Sio 
we thought: oil of these things,- 
that people wont- to fly the 
ships-like World War II planes, 
and the compromises for science 
other than that, ore alright., 
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The most important Xbox releases rated 


THIS MONTH 
IN FACTS 

OTHER 'TOWERS OF' 
WE'D LIKE TO SEE 

Matthew: Buns 
Alex: Puns 
Emma: Er... nuns? 
Joe: Why does nothing 
good rhyme with guns? 


NIGHTMARISH 
REVIEWS WE'VE HELD 
BACK FOR OUR NEW 
STAFF WRITER 

Cabela's Big Game Hunter 
Cabv''n -s Small Game Hunter 
Cabela's Medium Game Hunter 
Dynasty Warriors* The 
Complete Anthology 
The Witcher 3 


FRANCHISE FACE-OFF 

Mortal Fruit 
Kcntot X Ninja 2 


itions l,5<j3 98^ 


Bisect Ions 


Duck faces and smashed jaws at the 
ready. Fatalities are going social (p62) 
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THIS MONTH WE... 



Side-scrolled through China p66 Fell down the food chain p67 Tested our morals p68 



Felt time's wrath p72 Held onto our cash p7A 


i 
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"'We're so excited to be making a return, we've 
even laid on a shower of confetti!" 
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MORTAL 
KOMBAT X 

The latest Mortal Kombat is 
a real lEdl boon to Xbox One 




h. Mortal Kombatl Forever 
everyone's second- 
favorite beat-'em-up 
- lacking the class and 
refinement of Street 
Fighter and shunned by 
the hardcore 
I fight fans 
who are getting their literal 
kicks elsewhere. Yet in recent 
years the titles released by 
NeverRealm Studios (which 
includes DC comics spinoff 
Injustice] have seen a real 
increase in quality. Mortal 
Kombat X sets out to continue 
this upwards trend in a fighting- 
game market that is bigger than 
it has ever been, and is crying 
out for some quality MK. 

The usual crew of mortal and 
immortal kombatants is present, 
with Sub-Zero, Scorpion and 
even Goro all making another 
appearance, as well as eight 
newbies. Apocalyptic cowboy 
Erron Black, little-and-large 
duo Ferra and Torr, creepy 
spider-woman D'Vorah and sun 
god Kotal Kahn are the unique 
newcomers, while the rest of them are 
family of existing characters - Cassie 
Cage, Jacqui Briggs, Kung Jin and Takeda, 
Clearly the original cast have been 'busy'. 


ANDI HAMILTON 

LiveAndihero 

@andihero 

1 THE KNOWLEDGE 
WHAT IS IT? 

The tenth game 
in the classic 
beat-'em-up series, 
following on from 
2011's reboot. 
WHAT'S IT LIKE? 
Mortal Kombat Only 
slicker and more 
refined than ever. 

WHO'S IT FOR? 

Fighting-game fans, 
from beginners to 
experts alike. 


They're already quite a varied gang, but 
X mixes things up further by offering three 
'variations' of each character. Essentially, 
each variant switches up the character's 
special moves in a subtle way, allowing for 
different strategies within their standard 
moveset. For instance. Scorpion 
is always going to be the spear- 
slinging, yellow-clad ninja, but 
selecting his 'Ninjutsu' variant 
gives him a few quick sword 
attacks that he can use in 
combos for extra damage, while 
his 'Hellfire' variant switches 
those out in lieu of some 
projectile and shield abilities. 

They're not so different as 
to triple the character roster, 
but this is still a really smart 
system. For example, you really 
enjoy playing as a certain 
character, but a matchup with 
one other character is causing 
you problems? You can switch 
to a different variant and those 
new abilities that might be 
the difference-maker in that 
particular fight, rather than 
having to learn a whole new 
character's moves. 

Where it really excels is its single-player 
campaign, building off the robust offering 
of 2011's Mortal Kombat. Instead of simply 
being a series of unconnected fights, © 
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the whole thing is held together by 
extensive cutscenes packed with QTE 
sequences. It plays out like a hyper- 
violent Saturday-morning cartoon - a 
ludicrous plot about Elder Gods, world 
domination and the constant battle 
between good and evil, with a devil- 
may-care attitude to whether or not a 
character actually stays dead or not. 

It's delightfully absurd and really is a 
cut above the bare-bones single-player 
offerings of other fighting games. But 
the thing is, they're just trimmings. 
These sequences basically serve as 
OTT introductory sequences before 
each scrap and although they're cool 
to watch, the core fighting mechanic 
still needs to be up to snuff. Thankfully, 
Mortal KombatX\s a joy to play. 

As mentioned before, the character 
variants offer a unique flexibility, 
but that would be for naught if the 
characters were all a bit dull to begin 


with. This is a Mortal Kombat game, so 
they do suffer from that semi-shared 
moveset - everyone has an uppercut, 
a sweep and an overhead all performed 
in the same manner - but the special 
moves are what make each character 
individual. It's fast-paced, with the 
interactive backgrounds from Injustice 
making an appearance. 

EX-treme measures 

The enhancement bar makes a return, 
which allows players to perform 'EX' 
versions of special moves at the cost 
of one block of the meter. An EX move 
usually has slightly different properties, 
which allows for use in different 
situations. A move could provide a few 
frames of invincibility or offer some 
additional hits, meaning it could be used 
effectively at the end of a combo, say. 

It's a system lifted almost wholesale 
from Street Fighter IV, but MKX puts 



[f Additional kontent 

Mortal Kombat X has some interesting 
DLC lined up for it already. As well as 
a couple of new characters, classic 
movie monsters Jason Voorhees - 
from '80s horror Friday the 13th - 
and the Predator from, well. Predator, 
are coming to join the fight in the 
next few months. 


If all else 
foils, you 
con rely 
on the 
cheapest 
shot in the 
book... OUCH. 


a little twist on it by offering a few 
defensive options, too. If you're getting 
pummeled, you can perform a move 
to break the combo no matter what is 
taking place, resetting the action but 
leaving you down two whole bars of 
meter. That's the risk/reward balance 
a fighting-game needs. If it sounds 
complex, that's good - the best beat- 
'em-ups are complex, offering almost 
endless depth. And beginners needn't 
worry as MKX does a fair job of giving 
them an 'in' with a decent tutorial 
explaining ideas in a practical way. 

Campaign aside, there's an obscene 
amount of stuff to do here for the solo 
fight fan. The classic M/C'towers' return, 
where you fight your way up to the final 
boss - Shinook - and now NetherRealm 
has introduced a few online towers 
that change weekly, daily or hourly. 
Each one has a weird modifier attached 
to it, like 'the fight gets faster as time 
goes on'. Completing these nets you 
'Koins' to spend on costumes, artwork 
and so on. You can even create your 
own tower and send it to your friends. 

Despite the pomp and circumstance 
around the single-player, fighters live 
and die in the multiplayer arena. Mortal 
Kombat X\s no slouch here, either. The 
usual Ranked and Exhibition matches 
are lag-free and stable, while the 
'winner stays on' King of the Hill mode is 
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Johnny Cage acts out a famous movie scene. 
Remember this one from Ace Ventura? 



"These are the nastiest, most 
brutal moves the series has seen" 


thrilling fun. Another smart thing is the 
persistent online Faction War. You pick 
a side at the start of the game from five 
factions and by simply playing the game, 
completing objectives and battling other 
faction members online, you earn your 
team points. At the end of each week, 
the winning faction gets some rewards. 

Eventually you'll dig into the Krypt, 
which is now a little first-person 
dungeon-crawler sub-game, packed 
with places to spend your Koins. It's a 
nice idea, with unlocks ranging from 
bits of concept art to new Fatalities and 
costumes, but can be a bit long-winded 
to navigate simply to unlock a picture of 


an angry-looking Quan Chi. Nevertheless, 
it's the kind of thing a lesser game 
would reduce to a simple menu. 

You can't do a review of a Mortal 
Kombat game without talking about 
the Fatalities, but the fact that they're 
a bit of an afterthought here speaks 
volumes. X doesn't need the ultra- 
violent death moves to create talking 
points - the gameplay and sheer 
amount of content should be enough 

- but seriously, these are the nastiest, 
most brutal moves the series has 
seen to date. The X-Ray moves return 

- highly damaging attacks that burn 
up your entire meter, but if they land 


You'd look 0 
bit stunned, 
too, if you 
hod 0 giant 
skeleto- 
hond around 
your waist . 


you're treated to an animation of your 
fighter breaking bones and cracking 
skulls, shown in their full internal 
gory glory, usually taking off a good 
quarter of your opponent's health in 
the process. The Fatalities themselves 
fall into the Evil Dead 'so-gory-it's- 
actually-funny' camp, rather than 
something actually quite nasty. Faces 
are removed, spines are snapped in 
two and, in one particularly zeitgeist- 
surfing moment, selfies are taken. 

Mortal Kombat X\s pretty close to 
being the perfect Mortal Kombat game. 
Refined, rammed with content and a 
true love letter to fans who have stuck 
with the series. It's everything you 
know and love about Mortal Kombat, 
polished to its highest standard to 
date, to the point where even those 
who haven't really clicked with the 
series in the past might just find 
themselves falling for this. OXM 


■ The OXM Verdict 

COOLEST CHARACTER 



SUB-ZERO 
'Coolest 
character' of 
course goes to 
the notorious ice- 
throwing ninja. 

Get it? He's COOL 
Like ice. Yes. 


WHAT HAPPENS 
NEXT? 

Four new 
characters 
set to be 
■ released 
bi-weekly, with 
Jason, Tremor, the 
Predator and Tanya 
set to come. 


BEST 

PRICE 



DID YOU 
KNOW? 

Mortal 
Kombat was 
originally 
■ supposed to 
be a licensed game 
of Jean-Claude 
Van Damme's 
Universal Soldier. 




OVERALL 

If you've had your fill of Killer 
Instinct an 6 are looking for 
another rad fighter on the 
Xbox One, look no further. 
Great characters, solid 
online and loads of content 
make this a bit of a kracker. 
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Most levels conclude with on assassination. 
Thankfully, they keep the monologues brief. 



I; PUBLISHER UBISOFT / DEVELOPER CLIMAX STUDIOS / FORMAT XBOX ONE / RELEASE DATE OUT NOW 



Enemies lose track of you 
when you move between planes. 




BEN GRIFFIN 

Live Benjamin Three 

(5)GameGriffin 


THE KNOWLEDGE 


WHAT IS IT? 

Assassin's Creed 
infiltrates China 
as a stealthy, 
impressionistic 
side-scroller. 

WHAT'S IT LIKE? 

Like the other 
games, but more 
left-to-righty. 

WHO'S IT FOR? 

Those who want to be 
an Assassin but don't 
have 30 hours free. 


ASSASSIN'S CREED 
CHRONICLES: CHINA 

Ubisoft brings out the fine China 


W hen playing the mainline 
Creeds it's usually 
hours until you don 
those famous robes and 
obnoxiously flash your 
wrist blades at beggars, something 
Ubisoft hopes to address with China, 
the first in a trilogy of shorter, more 
focused stealth-platformers. As Shao 
Jun you kick ass from the get-go, 
albeit in a world that dials in on 
the series core component: tense, 
multi-route sneaking. 

The 2.5D levels give you options 
above, below, into, and out of 
the screen. These rich watercolor 
environments are nicely reactive, 
too, with wooden boxes you can slice 
down on people's heads, parrots you 
can make squawk and hay bales you 


can whistle from to draw enemies 
before stabbing them and dragging 
them inside. Guards' uniform vision 
cones, set patrol patterns and timed 
cooldowns make for precise stealth, 
even if movement on the whole lacks 
the fluidity of Mark of the Ninja. 

Jun's equipped with a boot blade 
responsible for some of the series' 
most brutal takedowns (she literally 
kicks people in the face with a knife], 
and while she can comfortably spar, 
dealing with an assortment of enemies 
wielding pikes, crossbows and shields, 
is rightly difficult. With enemies calling 
reinforcements as punishment for you 
breaking cover, combat is a last resort. 

The best techniques you learn (your 
mentor is an ageing Ezio Auditore) 
are the sliding crotch-uppercut and 


running jumping stab, also used in 
the game's action crescendos. These 
stick the knife boot into any sense of 
subtlety and force you to sprint madly 
as the world explodes around you. 

It takes an hour or two for the 
obtrusive tutorials to stop and stages 
to open up, but when they do, China 
hits its stride. It's a shame there's not 
more of it beyond this point, or at least 
more that focuses on its strengths. 

The most memorable segment sees 
you trapped in the Forbidden City with 
a constant stream of guards that 
need to be murdered and stashed 
away. Casting them as prey and you 
the hunter is an enticing shift into 
predatory stealth - here's hoping for 
more of this from Chronicles' excursion 
to India, set to drop later this year. OXM 


■The OXM Verdict 

COOLEST CHARACTER 



SHAO JUN 

Shao Jun is a 
lady of few words 
and many neck 
stabs. You might 
recognize her 
from 2011 short 
film AC: Embers. 


THE BEST BIT 


Skulking around this ornate fortress 
pouncing on fools like a tiger with clothes. 




COMPLETION 

CLOCK 


OVERALL 

From hiding in crowds to 
hush-hush neck-stabs, the 
Assassin 's Creed f o r m u la 
fits so snugly in its new 
home that China feels like 
the progenitor from which 
the 3D titles sprung. 
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Pulling a lever may have unexpected results. Look 
for telltale blood splashes to ovoid mishaps. 




EDWIN EVANS- 
THIRLWELL 
Live OXM ETboy 
(g)dirigiblebill 


THE KNOWLEDGE 


WHAT IS IT? 

2D fantasy 
platformer from the 
'90s, updated with 
3D visuals. 

WHAT'S IT LIKE? 

The Jungle Book as 
reimagined by George 
Orwell, plus giblets. 

WHO'S IT FOR? 

Every genre fan, 
especially those 
who neglected 
the original. 


ODDWORLD: NEW 'N' TASTY 

Abe's long-overdue return to Xbox is worth the wait 


are and prized above all 
things are the classic game 
revivals that don't just look 
the business, but feel more 
relevant than their younger, 
hipper brethren. First released for PSl 
in 1997, Oddysee's satirical tale of a 
slaughterhouse worker whose species 
is next on the menu has lost none of its 
zing - and nor has its scenario design, 
which plays upon the concept of a 
biosphere under strain. Most puzzlers 
see you working with machinery - 
computers to hack, clockwork to pick 
apart. Oddworld gives you a food chain, 
with Abe himself firmly at the bottom. 

Powered by the Unity Engine, Just 
Add Water's remake sports fully 3D 
environments in place of the old 
static, single-screen backdrops. It's a 
sumptuous overhaul, rife with moving 
parts - be it cages of wildlife trundling 
into a grinder's maw, or the sun lancing 
through gaps in a roof. The developer 


has altered or expanded a few of the 
puzzles - most noticeably, the camera 
now pans during the bits where you 
ride an Elum (think Yoshi, but uglier) 
over pitfalls and through flocks of 
aerial mines - but for the most part it's 
the same, grueling trek across a deadly 
landscape, made up of careful hops 
and even more careful negotiation of a 
bubbling stew of Al variables. 

It begins with the Sligs, factory 
enforcers who resemble Alien's 
Facehuggers on robot legs. They'll 
shoot the unarmed Abe on sight, but 
can't jump and may be led astray by 
thrown bottle caps. After escaping the 
appalling Rupture Farms, you'll tangle 
with Paramites, Scrabs and more. 

This isn't a puzzler that struggles to 
make the most of some novel ideas. 

The further you push through the 
six-to-seven-hour story, the more 
approaches the game places at your 
disposal, and the more you're obliged 


to squeeze from the ideas in play. 

Sligs can be possessed by chanting, 
allowing you to not only explode them 
from within, but activate out-of-reach 
devices, converse with other Sligs or 
boss people around. Alas, this depth 
must be set against fiddly controls, and 
a dependence on trial and error. It's 
more a question of the type of game 
this is than a flaw, but frustration is 
frustration however you slice it. 

Still, we hope you'll persevere. 

Almost two decades on, Oddworld 
remains a cut above the throng - a 
greasy, gristly delight that has much 
to say about the world we live in 
but, importantly, finds a way to say 
it through entertaining mechanics. 

The strength of Just Add Water's 
renovations suggests that the 
Oddysee \eam could do wonderful 
things with a brand-new Oddworld 
game. Perhaps if enough of you buy 
this one, they'll get the chance. OXM 



■ The OXM Verdict 


THE RIVALS 


THE BEST BIT 


KALIMBA 




ORI AND THE BLIND FOREST 
CHILD OF LIGHT 




As a Slig, you can order canine Slogs to 
devour your friends. Truly, a perk of the job. 


WHAT HAPPENS 
NEXT? 


9 New games 
aside. Just 
Add Water 
■ may revive 
abandoned sequels 
such as the action- 
heavy Brutal Ballad 
of Fangus Klot. 


OVERALL 

The oddest thing about 
Oddworld is that in 17 years, 
nobody's managed to do 
this kind of game better. An 
accomplished update of a 
platformer that'll turn the 
stomach of any carnivore. 
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CHRIS SCHILLING 
Live Rockin Stroll 
(5)schillingc 


THE KNOWLEDGE 


WHAT IS IT? 

An open-world 
survival game with 
zombies - the fast, 
aggressive variety. 

WHAT'S IT LIKE? 

Ambitious, emergent, 
occasionallythrilling 
- but ultimately 
scrappy and 
exasperating. 

WHO'S IT FOR? 

Anyone who loves 
the idea enough to 
look past the 
sloppy execution. 


STATE OF DECAY: YEAR-ONE 
SURVIVAL EDITION 

Post-apocalyptic perfection, or a walking dud? 


P oor Jimmy. Despite an 

embarrassing tendency to 
overshare, he'd become a 
useful ally and good company 
on supply runs. But with a 
rucksack of meds weighing him down, 
his machete arm had slowed, and a 
labored swipe was enough to see him 
swarmed by a group of zombies. The 
worst thing? We could have helped 
him. But with only five rounds left 
and our fire axe broken, we paused 
before wading in, and the delay proved 
fatal. Instead, we opted to limp back 
to base to save our own skin. Sure, 
we'll go back tomorrow to pick up his 
belongings, but now everyone hates 
us for abandoning him. 

Our knowledge of gaming morality 
mechanics tells us we can recover 


from this, but the scenario presents 
a convincing illusion that no matter 
what we do afterwards, this won't 
ever be forgotten. A bit like Matthew 
McConaughey and that incident with 
the bongos, except to our knowledge 
that didn't result in a friend bravely 
sacrificing himself with a grenade as a 
final heroic act of defiance. 

This is the kind of story that State 
of Decay throws up every so often, 
and in each instance it's all the more 
gripping for the fact that it was totally 
unscripted, prompted entirely by the 
game's dynamic systems. For each 
inglorious death there's a skin-of-your- 
teeth escape; your heart will leap as 
your noisy scavenging alerts a nearby 
horde, and you'll chuckle at moments 
of pitch-black comedy, like opening 


a car door to take down a group of 
zeds as you accelerate past. Mostly, 
however, you'll feel sickeningly guilty. 

Your primary objective is to survive, 
of course, but beyond that it's about 
building and sustaining a community. 
Which means keeping everyone fed, 
stocked up with ammo and medication, 
and gathering materials to expand. 

It's your choice how you go about it, 
and what kind of leader you become: 
though you'll need to switch characters 
when one is too tired or hurt (or dead) 
to continue, you'll generally have a 
small core group under your control, 
and a handful of Al allies to join you 
on missions. Not that two heads are 
always better than one on stealth 
missions, though it pays off when 
you're unexpectedly ambushed. 

It's a game that affords you a 
rare degree of freedom, so much so 
that you'll sometimes find yourself 
paralyzed by choice. Do you lure 
zombies out of a house you're planning 
to ransack, or smash the window and 
lob a Molotov through? When you spot 
a small group of survivors under attack, 
your first instinct may be to help them, 
but can you afford another three 
mouths to feed? And when you find 



I Dead again 


Expansions Breakdown and Lifeline add 
extra value. The former is essentially 
an endless mode, with harder enemies 
and fewer resources each time you 
return. Lifelines setting and rhythms 
are different, however, putting you in 
charge of an army unit who must rescue 
VIPs while surviving sieges. 


68 / THE OFFICIAL XBOX MAGAZINE 


WWW.GAMESRADAR.COM/OXM 






"For each inglorious death there's 
a skin-of-your-teeth escape" 


a rucksack, do you risk the long trek 
back to base while encumbered? 

Meanwhile, back at base, you might 
have to decide between constructing 
a sleeping area or a workshop to craft 
weapons, and when you wake up you'll 
wonder whether or not you can delay 
rescuing your radio operator's brother 
to have a heart-to-heart with the 
twitchy sniper whose erratic behavior is 
affecting group morale. 

It can be tough going at times, 
and any misjudgments are harshly 
punished. That's no criticism, because 
the scenario all but demands a steep 
learning curve. Besides, you will learn 
from your mistakes, ensuring you're 
better prepared for your next trip, that 
you don't try to do too much in a single 
run, and that 'let's quickly plunder 


this small house on the way back' is 
the kind of idea that tends to get you 
killed. If all the setbacks you suffered 
were your own fault. State of Decay 
would be an easy recommendation. The 
problem is, they're not. 

Anyone who played the original 
will be aware of its litany of technical 
flaws. To a point, you could forgive 
them in the face of such ambition - but 
the same issues are harder to ignore 
a second time. Blundering allies and 
eagle-eyed walkers mean stealth 
is rarely an option without giving a 
ludicrously wide berth. 

The framerate has supposedly 
improved, yet it still chugs when things 
hot up - the last thing you need when 
surrounded is less responsive controls. 
Jerky animations and horrible clipping 


Personalities 
are thinly 
sketched - 
you'll grow 
most attached 
to the 
characters 
who've simply 
been around 
the longest . 


and collision detection make combat 
lumpy and leaden, and it's only when 
you get more powerful weapons that it 
feels anything other than a chore. The 
panic and desperation are palpable, 
but it's an artificial kind of tension, 
exacerbated by camera woes and 
unsatisfying feedback. During one 
encounter, we were attacked while our 
character was obscured by the inside 
of our ally's head. Later, we witnessed 
a zombie trapped inside a rock, limbs 
jutting out. The lighting is better and 
the image quality sharper, but that 
only highlights the weaknesses all the 
more, like watching a Blu-ray remaster 
of a film you once loved, and recoiling 
at just how badly the CGI has aged. 

Far from being the ultimate edition 
of the game, we end up with another 
case of nominative determinism. State 
of Decay, sadly, is a mess. A mess with 
good intentions, perhaps, but it's the 
equivalent of a wooden barricade with 
dry rot - it seems like it should hold up 
just fine, but ends up crumbling under 
the slightest pressure. OXM 


■ The OXM Verdict 

THE BEST BIT 



Making it back to base unscathed with two 
days' worth of supplies and a new gun. 


KEY INFLUENCES 


DID YOU 
KNOW? 



80% The Walking Dead 
10% Dead Island 
10% Deadly Premonition 


9 The original 
game was 
banned in 
■ Australia - 
not for excessive 
gore, but the ability 
to administer 
illegal drugs. 


OVERALL 

Still a tremendous idea, 
albeit one stretched past 
snapping point. Newcomers 
can add a point to the 
score, but returning players 
will be disappointed to learn 
how little has been fixed. 
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Looks more like a Dyson than a gun. Either 
way, both ore good at taking out scum. 




When it comes 
to randomized 
dungeons we'd 
pick Ziqqurat 
over Tower of 
Guns. Fact. 




NATHAN IRVINE 

LiveSuper_Shaftino 

(5)Nathan_lrvine 

WHAT IS IT? 

An old-school bullet- 
hell shooter with an 
EPS twist 

WHAT'S IT LIKE? 

Strafing and firing 
to survive numerous 
arenas of death. 

WHO'S IT FOR? 

Hardcore shooter 
fans that aren't afraid 
of dying. A lot. 


TOWER OF GUNS 

A randomized shooter straight from bullet hell 


T he first thing you notice in 

Tower of Guns is the lack of a 
lock-on feature. Unlike CoD, 
Battlefield and their ilk, you 
can't simply 'snap' to enemies 
and take them out. It's back to the old- 
school free-aim for you. The weak will 
find it jarring, but the strong will be in 
for a much-needed breath of fresh air. 

See, Tower of Guns may look like 
Borderlands and play like Doom, but it 
has more in common with bullet-hell 
games and Spelunky. Procedurally 
generated levels are dotted with 
enemies that want to end you with 
bullets, blades, bombs and lasers as 
quickly as possible. You will die. And 


Tower of Guns takes glee in chalking up 
your deaths to let you know how many 
times you've been snuffed out. 

You start with two weapons - a flimsy 
handgun and a bladesaw-firing rifle. The 
trick is to kill enemies and then collect 
the blue fragments they drop to level 
up your weapon. The more you get, the 
more devastating your gun becomes. 

When it all comes together for that 
perfect run, it feels excellent. Sure 
you can whizz through doors to the big 
boss, but the risk/reward of exploring 
every crevice of a level for perks will 
make that final fight much easier. 

Sadly, Tower of Guns becomes 
repetitive after a couple of hours in. 


Without a human hand to guide them, 
the randomly generated stages start to 
blur into one. They're characterized by 
a set of base layouts, then peppered 
with random bits like floating tanks and 
cubes that fling you away when you 
pass through. But the action remains 
the same - strafe and fire. 

The game also has some paper-thin 
set design. A 'tilt' function resets you 
back to the start of an area, but this is 
like an admission that the stages are 
broken. It's good fun and a nice antidote 
to your standard EPS fare, but despite 
its hardcore stylings Tower of Guns lacks 
the depth and freshness necessary to 
keep you hooked for long. OXM 


■The OXM Verdict 

KEY INFLUENCES 



Wo Bullet hell 
^0% Quake 
15% Borderlands 


PRO TIP 



Clear each room before moving on, then hunt 
down the loot to make the next bit easier. 


DID YOU 
KNOW? 


9 Terrible 
Posture 
Games is 
■ actually just 
a one man team. 
Joe Mirabello is 
the founder and 
only employee. 


OVERALL 
A riot of a shooter that 
encourages you to get out 
there and blast away rather 
than cry behind cover, but 
lasting appeal is diminished 
by a lack of depth and 
flimsy level design. 
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Sentinels are scary, mean, giant robot eyeballs 
that will hunt you down relentlessly. 




Be on the lookout for fellow 
clones, who you con find and 
save, Oddworl d- style . 




TOM SYKES 
Live Private 
(g)tomdavidsykes 


THE KNOWLEDGE 


WHAT IS IT? 

Embellished follow- 
up to Curve's sneaky 
platform -puzzler. 
Stealth Bastard. 

WHAT'S IT LIKE? 

Super Meat Boy 
mixed with Splinter 
Cell and Met raid. 

WHO'S IT FOR? 

Puzzle-solvers, 
people who don't 
mind dying over 
and over. 


STEALTH INC 2: 

A GAME OF CLONES 

You win or you die repeatedly 


T he previous Stealth Inc was a 
simple game about sneaking. 
Splinter Cell-s\.y[e, around a 
facility full of robots, lasers, 
laser-wielding robots and 
other things to make you dead. You 
were sneaking against the clock, trying 
to achieve a reasonable score. There 
was a heavy puzzle element, but a purity 
to its level-after-level approach that 
recalled the likes of Super Meat Boy. 

Game of Clones expands on that 
concept, stretching a simple platformer 
to feature gadgets, an explorable 
hub world and unlockable costumes. 
The bulk of the game still involves 
clearing devious test stages, but each 


smattering of levels is now themed 
around a particular piece of equipment. 

Like the equipment in Zelda or 
Metroid, Stealth Inc 2's gear opens 
up areas that previously seemed 
impassable. Much brainwork is required 
at times, but when your reward for 
exploration is another pointless hat, 
you're not exactly being rewarded. 

Thankfully, the game regains its 
focus once you step into the discrete 
test chambers. You can almost hear the 
dev cackling as you embark upon these 
challenges, which ask you to reach the 
exit in the shortest time possible. Merely 
hitting the end is something to celebrate 
later in the adventure, when there are 


all manner of devilish enemies, traps 
and obstacles lying in wait. Generous 
checkpointing helps to limit frustration, 
but it's not entirely eliminated thanks 
to the odd section that prioritizes trial 
and error over player smarts or skill. 

Frustration plays a part in games that 
truly test you, however, and we wouldn't 
want to give up one for the sake of the 
other. Game of Clones makes full use 
of its mechanics, gently teaching you 
how to use them even as it wrings its 
high-tech doodads for all they're worth. 
Something was lost when Curve decided 
to embiggen the wonderfully lean 
original, but the marrow of this sprawling 
platformer is worth digging into. OXM 


■ The OXM Verdict 

THE BEST BIT 



Discovering gadget techniques that allow 
you to reach out-of-the-way platforms. 


THE WORST BIT 



Grabbing that tantalizing collectible from 
earlier, to be rewarded with yet another hat. 


DID YOU 
KNOW? 


9 The original 
game is still 
available for 
■ free, on PC, 
from the Curve 
site. Xbox never 
received the 
De/uxe version. 


OVERALL 

A smart puzzle -platformer 
contorted into a shape that 
doesn't really fit, with poor 
reward for exploration. But 
when it remembers itself, 
this is another devilishly 
good sneak-'em-up. 
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REVIEW 


As before, there are scenes you're invited to 
photograph for posterity (and Achievements). 


I PUBLISHER SQUARE ENIX / DEVELOPER DONTNOD ENTERTAINMENT / 
FORMAT XBOX 360, XBOX ONE (REVIEWED) / RELEASE DATE OUT NOW 






The the dialog will moke you 
wince, but relationships 
feel authentic. 




CHRIS SCHILLING 
Live Rockin Stroll 
(5)schillingc 


THE KNOWLEDGE 


WHAT IS IT? 

The second episode 
of Dontnod's 
teen drama with 
superpowers. 

WHAT'S IT LIKE? 

Lighter on plot, 
heavier on character, 
and builds to an 
emotional climax. 

WHO'S IT FOR? 

Anyone who enjoyed 
the season debut 
should be hooked. 


LIFE IS STRANGE: 

EPISODE TWO - OUT OF TIME 

Anachrony in the USA 


a ust two episodes in and Life is 
Strange reaches what at times 
feels like a mid-season lull. In 
the case of Out of Time, that's 
no bad thing: for the most part 
it's content to keep things low-key, 
leave a few plot strands simmering 
in the background, and let us enjoy 
spending a bit of time with the cast so 
that we might learn a little more about 
what makes them tick. 

Max is encouraged to use her time- 
manipulating powers for mischief by 
incorrigible confidante Chloe, before 
learning that there's a cost. You soon 
learn that your decisions in season 
debut Chrysalis have a nasty habit 


of returning to haunt you. Not every 
choice can be rewound. 

Though less powerful in visceral 
terms, the game's quieter moments 
carry a disquieting resonance, too. As 
in the first episode, there are places to 
stop and simply take it all in: listening 
to Max's inner thoughts allows you 
time to pause and collect your own. To 
consider what's happened and what's 
to come; how your powers might be 
used next, and whether you could have 
done anything differently. 

This downtime also gives you the 
chance to reflect on what Dontnod has 
achieved here. Sure, the dialogue is 
still all over the shop - sometimes it 


rings true, occasionally it's tone-deaf 
- but the setting and its characters are 
realized with warmth and heart. 

The cumulative effect is that your 
cynicism melts away. As Max gets on 
the bus, inserts her earbuds, and we 
hear the strains of Jose Gonzalez's 
Crosses once more, it's all too 
tempting to scoff at Square Enix's 
apparent determination to squeeze 
as much value as possible from 
licensed tracks. But look again and 
you'll see a young woman listening 
to a favorite song on repeat. Another 
snapshot of a life - and Out of Time is 
further proof that Dontnod has an eye 
for a picture. OXM 


■The OXM Verdict 

PRO TIP 



Pay attention and explore thoroughly. Oh, and 
don't forget to water the plant. 


BETTER THAN... 

THE WOLF AMONG US 

Already it feels like Dontnod 
is handling choice and 
consequence in more 
intriguing ways than 
Telltale's comic-book 
adaptation, and there's 
still a way to go. 



WHAT HAPPENS 
NEXT? 


9 Episode 3 - 
Chaos Theory 
should be 
■ out some 
time in May. We're 
keeping our fingers 
crossed for a Sam 
Fisher cameo. 


OVERALL 

An episode that simmers 
quietly but enjoyably, before 
boiling over in a tense 
final act. With even minor 
choices generating palpable 
ripples, you'll want to make 
every action count. 
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EMMA DAVIES 
Live OXM Emma 
(5)emcetera 


THE KNOWLEDGE 


WHAT IS IT? 

The latest instalment 
of Telltale's walky, 
talkytake on the epic 
fantasy saga. 

WHAT'S IT LIKE? 

A slow game of 
chess, played across 
multiple boards. 
WHO'S IT FOR? 

Game of Thrones 
fans who have the 
patience to play the 
long game. 


■The OXM 


COMPLETION 

CLOCK 



GAME OF THRONES: 
EPISODE 3 - THE SWORD 
IN THE DARKNESS 

Here - finally - be dragons 


n every TV series of Game of 
Thrones, there's the build-up. The 
gradual inching of characters into 
position. And yes, it occasionally 
feels ponderous. Telltale's 
adaptation has largely followed this 
structure, with a slow beginning, but 
now we've reached the halfway point, it 
feels like the pawns are finally in place 
and the big stuff can commence. 

For starters, there are dragons. Or 
rather 'dragon', singular. Either way, 
it's an exciting moment that the heel- 
dragging of Episode 1 wouldn't have 
led you to expect. It's exhilarating to 
finally come face-to-face with one of 
GoTs most intimidating creatures. 

More than its predecessors. The 
Sword in the Darkness feels grounded 


Verdict 

PRO TIP 



When given the option to curse at someone, 
do it. It's neither big nor clever, mind. 


' in the Westeros of the TV show. 

Here, you're on the peripheries of 
Margaery and Jeffrey's (spoiler!) ill- 
fated wedding. Where the first outing 
dropped you on the outskirts of the 
Red Wedding because it was as good a 
place as any to start, here the events 
impact upon the saga and influence 
your decisions. There's also something 
delicious about the anticipation of 
knowing what's about to happen - 
even if you won't see it on-screen. 

When it comes to your decisions, 
it's still at its most enjoyable when you 
opt for either steely, defiant silence or 
thermonuclear rage. There'll probably 
be a war as a result of my rash hot- 
headedness. Actually, there'll probably 
1 be a war either way. Unlike in past 


Telltale outings, your decisions don't 
feel like they carry heavy weight. Here, 
the march towards a full-on scuffle for 
Ironrath feels inevitable, whether you 
play battle-monger or diplomat. Sure, 
in all Telltale games the general plot is 
mapped out ahead of you, but here it 
feels particularly transparent. 

Still, said plot feels like it's coming 
to life. By now we're engaged with 
Rodrik and co holding the fort at 
Ironrath, Mira in the snakes' nest of 
King's Landing, Asher swashbuckling 
away over in Essos and Gared freezing 
his unmentionables off at the Wall. The 
threads are weaving together and - 
especially thanks to a great cliffhanger 
ending - we still want to see how the 
Forrester tapestry turns out. OXM 


WORSE THAN 




^ THE WALKING DEAD 

Telltale's zombie tale 
took the franchise 
and ran with it like 
there were shuffling 
undead in chase. 
We're still dealing 
with the guilt. 


OVERALL 

This version of Game of 
Thrones is still not as 
compelling as the show or 
the books, but The Sword 
in the Darkness at last has 
us intrigued for what future 
episodes will bring. 
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MAHHEW GILMAN 

LiveG-maniacal 

@Gmaniacal 


THE KNOWLEDGE 


WHAT IS IT? 

Afree-to-play 
MMO port of a two- 
year-old PC game. 
WHAT'S IT LIKE? 
World of Warcraft, 
only with a pad. 

WHO'S IT FOR? 

Those sf/7/ waiting 
for The Elder Scrolls 
On//ne to arrive. 


NEVERWINTER 

Zen and the art of microtransactions 


t does feel good to recline into 
the folds of your couch, gamepad 
in hand, and play a proper sword 
and bow-flavored MMORPG. One of 
life's little victories we suppose, 
as we finally get a bona fide World of 
Warcraft-s\.y[e world to dip into on our 
consoles. But while it may tick many of 
the boxes required to sit at the same 
table as the likes of Warcraft, Guild 
Wars 2 and other PC MMOs, a couple of 
sizeable quirks have arisen during the 
two-year course of Neverwinter's shift 
to Xbox. But first: the good. 

While it perhaps shouldn't be 
Neverwinter's defining feature, given 
how much game there is to sink into, 
the fact that it's free-to-play will likely 
be the most immediately alluring/ 
surprising. Swallow down the little bit 
of puke that may be starting to touch 
the back of your throat, though, as 
while it does have microtransactions 
in there, it's perfectly feasible to play 
for tens of hours without forking out 


precious real-world cash. A separate 
currency, called Zen, is where most of 
your real-life expenditure might end 
up going, and is primarily used for 
non-essential but enticing experience 
lubricators. You can buy simple boosts 
to decrease the time spent fighting 
between each level, for example, or 
spend money outright to increase your 
bag space and prevent the occasional 
trip to the shops to sell off all the non- 
applicable loot you just hoovered up. 
Harmless stuff, mostly. 

Key to success 

We say mostly, as there are a couple 
of less subtle elements poking us in 
the back towards the act of paying for 
the privilege. As you adventure you'll 
stumble across specific chests full of 
loot which can only be opened using an 
enchanted key. Said key requires real- 
world cash. The fact that these annoying 
little inventory fillers exist is a constant 
reminder that you could be paying and 


seeing what's inside. We can't help but 
think the game would be better without 
such cash fishing. Especially since 
whenever someone nearby opens their 
chests a giant, screen-filling message 
appears to let everyone within envy 
distance know what epic delights they 
found within. Jerks. 

But manage to avert thine eyes 
from these occasionally too obvious 
financial foibles and you'll find 
yourself heartily distracted by a 
combat system well-suited to the 
aforementioned pad layout. As you 
wander around getting into fights you 
can use the two triggers to execute 
your 'at will' commands, the bread and 
butter of your attacking repertoire. 

For example, in the Hunter Ranger role 
we can fire a single arrow or charge a 
cone of them for larger groups of foes. 
Then down on the face buttons you 
can store your other abilities, which 
usually have timed charge limits and 
such. Fights feel like a halfway house 
between your traditional 'stand there 
and spam' MMO and the more tactile 
movement of Kingdoms of Amalur. 

Red shapes on the ground indicate 
areas that you do not want to stand in 
as you dart about attempting to either 
block enemy attacks or dodge out of 
the way of them, depending on the 
class you've chosen. 

There's a hell of a lot of depth to 
those classes, too. Our Hunter Ranger 


— 

Lost and Foundry 


— ^ The best thing about the PC original was 


: the Foundry, a series of game-making 

- 

" ^ tools that allowed players to build their 


own dungeons. These could then be 


shared with other players and would 


" reap special rewards. It's a feature 


1 that's completely absent on Xbox One. 

1 - ■ 

^ Which sucks, frankly. 
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Screenshots can't show lag spikes, which 
would plaque busy scenes such os this. 




REVIEW 


That armor? Great for tackling the 
Icespire Peak, but not for hugs. 




"It's possible to play for tens of 
hours without forking out real cash" 


can shift quickly around or enter 
stealth, while other more melee- 
orientated types can raise a shield to 
defend themselves or sprint into a fight 
head-on. It's a shame there's no way to 
test out the classes before you make 
the ultimate choice of who to play as, 
though. Once you've made your choice 
you're stuck with it - unless you pay 
for a few more than the starting two 
character slots, that is... 

The biggest problem, and one we 
suspect might dissipate slightly over 
time, is that Neverwinter is a technical 
slophouse. The visual design might be 
fairly striking, especially in some of the 
later instanced zones, which feel wider 
and more adventure-some, but it's 
hard to appreciate when lag is 
such an invasive issue. You'll often 
find your avatar warping across areas 
as said lag spikes up. Framerates, 
especially in populated areas, can drop 
low enough to practically allow for a 
coffee run. This is especially infuriating 


during combat or, more criminally, 
during a dungeon run, as you could 
easily end up falling due to your inability 
to heal in the wake of the spike, or be 
booted from a group/area regardless of 
how close you are to the end. 

Speaking of grouping up, 

Neverwinter allows for the fluid joining 
of parties of up to five for PvP, dungeon 
runs and Skirmishes. The latter of 
these offer a great little distraction 
for each area, in which you can team 
up fairly quickly to tackle waves of 
enemies. Unfortunately, Neverwinter 
can't quite solve the long-standing 
problem of communication in MMORPGs 
on consoles. Voice chat is an option, 
but it was only ever when we were 


adventuring with existing pals that we 
found it turned on for most people. 
Turns out most epic fantasy RPG 
players aren't necessarily the most 
social bunch, and the game could 
definitely do more to push people 
towards interacting with each other. 
Still, no trolling, though. 

A mixed satchel, then. Neverwinter 
might be the only traditional MMO 
on your Xbox One, and a particularly 
generous one to boot, but technical 
issues, the lack of malleable social 
interactions and some frustrating 
free-to-play nonsense notch its blade 
somewhat. It'll be interesting to see 
if it's as enticing a prospect once The 
Elder Scrolls Online finally arrives. OXM 


Companion 
pets can be 
purchased 
with real- 
world money. 


■ The OXM Verdict 

PROS/CONS 


KEY INFLUENCES 


✓ Interesting class 
choices and abilities 

- Combat is hectic 
and active 

Generous free-to- 
play systems... 


tt ... which only 
occasionally step 
over the line 

H Lag spikes 
are woeful 

H Lack of Ul 
customization 



50% DSD^th Edition ruleset 
^0% World of Warcraft 
10% Farmville 



COMPLETION 

CLOCK 


OVERALL 
A generous, if slightly 
broken MMORPG, which can't 
quite stand on the shoulders 
of PC-based giants. It does 
pave the way, however, 
proving the genre's systems 
can translate onto consoles. 
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Though the map appears confusing at first, three 
levels of zoom afford you a comprehensive view. 




You con ask 
your chosen 
comrades in 
arms to move 
to specific 
locations on 
the mop. 




CHRIS SCHILLING 
Live Rockin Stroll 
(5)schillingc 


THE KNOWLEDGE 


WHAT IS IT? 

A tactical action 
game from the maker 
of Dynasty Warriors. 

WHAT'S IT LIKE? 

Exactly what you'd 
expect - deeper 
than it looks, but 
technically wonky. 

WHO'S IT FOR? 

Anyone comfortable 
with historical 
inaccuracies, 
griffin-fanciers. 


BUDESTORM: NIGHTMARE 

A knight to remember, or a Hundred Years' Bore? 


B ladestorm: Nightmare is 
a game you have to meet 
halfway, though it helps 
if you're familiar with the 
Dynasty Warriors series. Rather 
than an all-powerful hero, you lead a 
group of mercenaries who act as one. 
From swordsmiths to cavalry, each 
squad has a range of attacks. Among 
bowmen you can shoot arrows from a 
top-down perspective, or aim directly 
in first-person to pinpoint individual 
officers. Do it right and you'll see a 
swarming mass beneath a wave of 
yellow damage figures: when they 
disappear, your opponents collapse 
and disintegrate. It's a curiously 
satisfying clean-up, reminiscent of a 
disinfectant advert where one swipe of 
a cloth destroys all that CGI bacteria. 


The fun is amplified in Nightmare 
mode, where you can float between 
trees with three Nazgul lookalikes 
or sweep across the battlefield with 
a fleet of griffins, stopping only to 
topple a Cyclops. Here, the English and 
French put aside their differences, 
pooling resources to take down a 
supernatural threat led by Joan of Arc's 
evil doppelganger. 

Money earned in battle can be 
invested in boosts or leveling up. 
Although it's wise to prioritize your 
own stats, you'll need to empower 
your allies, too - not least when you 
need to use them as decoys, luring 
guards out of position before you hit 
them with a hail of arrows from the 
treelines. Or you can join forces to 
form a larger group - it's a thrill 


to watch a trio of heroes storm a 
stronghold with the Bladestorm 
special, a mass attack that can 
annihilate the powerful base 
commanders in seconds. 

These moments make the last-gen 
looks easier to accept, but it's still 
disappointing when the action starts 
to really chug. Freezes, however, are 
much harder to forgive: our console 
locked up three times during one 
battle, and we ended up taking a 
smaller group into the fray to minimize 
the risk of it happening again. Whether 
this is down to budgetary or time 
constraints, or simply a Japanese 
developer working with unfamiliar 
hardware, Bladestorm's technical 
flaws put the kibosh on an idea that 
deserved better. OXM 


■The OXM Verdict 


COOLEST CHARACTER 

H MAGNUS 

A loyal ally 
throughout, 
he can handle 
himself in a fight 
and his lilting 
Irish accent is a 
treat for the ears. 


PRO TIP 



Send friends to capture territories before 
meeting just outside the main objective. 


I BEST 
i PRICE 

I 



OVERALL 

A barely improved version 
of a seven-year-old 
game with a fantastical 
bonus campaign, its 
good intentions are sadly 
blighted by unacceptable 
performance issues. 
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The frost bow is deadly, though it's best 
reserved for larger foes and bosses. 





CHRIS SCHILLING 
Live Rockin Stroll 
@schillingc 


I; THE KNOWLEDGE 


WHAT IS IT? 

An FPS dungeon- 
crawler with wands 
for guns and spells 
for ammo. 

WHAT'S IT LIKE? 

Tough but fair, fast- 
paced and thoroughly 
entertaining. 

WHO'S IT FOR? 

Anyone looking for 
good, unassuming 
shooty fun with a 
roguelike hook. 


ZIGGURAT 

Taking one in the temple... 


Z iggurat is the game equivalent 
of a Jason Statham movie, a 
meat-and-potatoes actioner 
with barely an original bone in 
its body, but enough crunchy 
combat and interesting ideas to remain 
satisfying. Milkstone's Xbox One debut 
is a first-person roguelike, in which you 
battle through a randomly-generated 
dungeon five floors deep. That doesn't 
sound like a lot, but enemies get 
tougher as you descend, and you only 
have a single life to reach the bottom. 

You start with a pea-shooter of a 
wand: its shots deal little damage, 
but its power source regenerates, so 
you've essentially got infinite ammo. 


Before long you'll be wielding a staff or 
using alchemy to power a grenade or 
a crossbow. You'll vacuum up XP from 
enemy corpses, too, with each new 
level offering a choice of two boosts: 
some are temporary, but most offer 
permanent buffs. Meanwhile, shrine 
rooms allow you to gamble health or 
mana by praying to the gods. 

Combat is simplistic, but it's also 
fast and dynamic: if a room doesn't 
have multiple levels connected by 
stairways, then it has destructible 
cover, and the breakneck pace means 
it's easy to be picked off by even low- 
level minions. It's challenging, then, but 
anyone who's played a shooter before 


will be comfortable with what at first 
seems like an unusual arsenal: spells 
scatter like buckshot, delivering close- 
range damage, while a staff's rapid fire 
is reminiscent of a machine gun. 

The more you play, the more you'll 
discover. One room might force you to 
fight in the dark; the next will restrict 
movement but your shots will hit twice 
as hard. Just as you think it's stopped 
giving you'll fight a boss you've never 
seen before, unlock a new character 
class, or even stumble across a secret 
room. Ziggurat's an old-fashioned 
crowd-pleaser, with no pretensions to 
being anything other than rollicking good 
fun. Stath would surely approve. OXM 


■ The OXM Verdict 

PROS/CONS 

i/ The combat is tt It can get 

thrillingly chaotic unavoidably 

-'•Responsive, 

intuitive controls tt Occasional 

✓ You'll discover screen-tearing 

something new H Generic 

on every run environments 


THE BEST BIT 



Obtaining the card that stops you being 
punished by the gods. Praise be to the RNG! 



COMPLETION 
(PER RUN) 


OVERALL 

An exceptionally pleasant 
surprise, Ziggurat is a 
first-person dungeon- 
crawler assembled with a 
lot of care, a little flair and 
plenty of conviction. An 
invigorating romp. 



I 
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ONLINE ©REVIEWS 



Different scopes for 
^ different folks. This 
excels at midrange, 
but is slower to draw 
i than some. 

m PUBLISHER EA / DEVELOPER VISCERAL STUDIOS / FORMAT XBOX ONE / ORIGINAL SCORE 7/10 

BATTLEFIELD: HARDLINE 

We put in some hard time online with Visceral's police warfare sim 


1 REVIEWER 

WE SAID 

Edwin Evans-Thirlwell 

A lot more than a BF^ reskin with 

LIVE OXM ETboy 

balaclavas, but not quite the 

d i r i g i b le b i ll 

breakout hit it could have been. 


T he sprawling ■ 

multiplayer shoot- j 
outs of Battlefield: i 

Hardline have as ! 
much in common with j 
real police work as 1 
a food fight does with gourmet j 
cuisine. What if they were a little I 
more true-to-life? Imagine if your | 
team of enforcers had to tell 
the armed and dangerous apart ! 
from harmless locals? Or what | 
if one of your partners-in-crime I 
was an undiscovered informant, 
awaiting their moment to slip I 
away from the group? j 

Alas, Hardline's otherwise ' 
engaging offering is too 1 


beholden to politically dubious 
B-movies and the numbered 
Battlefields to make the most of its 
novel premise. There are flashes of 
ingenuity - take the interrogation 
mechanic, whereby you can glean 
info about enemy positions by 
neutralizing a suspect non- 
lethally. It adds a layer of tactical 
consideration to the age-old 
business of closing a foe down, 
and makes a case for avoiding 
bloodshed. The NPC hostage 


rescue mode is another change of 
tune, though it's hardly unusual 
for the genre - a breathless hush 
reigns in place of the usual frenzy 
of terrain deformation, as officers 
stack up outside tenement blocks 
while perps tuck tripmines near 
blind corners. 

For the most part, though, 
it's business as usual, with 
more or less the same class 
options and many of the usual 
modes. Hardline's main maps 
are immense yet intricate, full 
of buildings to wrestle for or 
decimate, with vehicles readily 
available at each side's spawn. 

In terms of the blow-by-blow of 


I "The main maps are immense yet 
i intricate, full of buildings to decimate" 


T 


combat, it's distinguished from 
other Battlefields by what it 
leaves out - jets are gone, and 
deadlier toys such as stingers, 
RPGs and certain heavy machine- 
guns spawn on the map itself, 
allowing the underpowered to 
bag a few surprise kills. The most 
fearsome of the previous games' 
rides are AWOL, too, but Hardline 
does boast what's probably 
Battlefield's best ever vehicle- 
centric mode in Hotwire, where 
you must keep selected cars and 
an oil truck hurtling around the 
map to score points. 

Visceral has also twiddled 
with the progression a little. 
Killing sprees and the like earn 
Reputation points that eventually 
unlock perks for the duration of 
a single match, rewarding skill 
without conferring a permanent 


ARE WE HAVING FUN YET? Our first hour rendered as a wavy line... 

AMA7IMQ Holvcow,the We've secured a 

1 
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Daily missions for specific characters 
encourage you to learn everyone's quirks. 


REVIEW 


advantage. You can also increase 
your XP accrual for specific 
actions by equipping Boosts, 
obtained from Battlepacks 
that are earned by completing 
challenges. This latter option 
makes leveling up easy, so be 
sure to avail yourself of it - your 
opponents probably will. 

The designers have tried 
to pad out the multiplayer by 
dividing equipment up per 
faction - if you want to unlock a 
cop weapon for criminal usage 
and vice versa, you'll need to kill 
a heap of people with it, then 
pay top dollar for a license. It's 
a bit cheeky, not least because 
Hardline probably doesn't need 
this sort of grindwork to keep you 
invested. Visceral's first crack 
at the franchise is a decent if 
underwhelming effort. OXM 
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■ PUBLISHER CAPCOM / DEVELOPER CAPCOM / FORMAT XBOX ONE, XBOX 360 / ORIGINAL SCORE 8/10 

RESIDENT EVIL REVELATIONS 2 

Why Raid mode is a moist barrel of fun 




REVIEWER 

Chris Schilling 
LIVE Rockin Stroll 
(a)schillingc 


S ince Shinji Mikami 

redefined the series a 
decade ago. Resident 
Evil has been in 
the throes of an 
extended identity crisis. While 
Revelations 2's campaign flip- 
flops entertainingly between 
resource-light survival horror 
and gun-happy set-pieces. 

Raid mode sees Capcom fully 
embrace the side of its character 
that happens to love thrillingly 
dumb action movies. 

Raid, of course, was 
introduced in the original 
Revelations as an alternative to 
the mainline games' Mercenaries 
mode. Whereas Mercs involved 
playing a map over and over, 
learning enemy spawn points and 
optimal scoring routes by heart, 
the missions here are pretty 


WE SAID 

A sharply-told survival horror 
thriller that challenges you to 
approach combat from new angles^ 

much one and done - assuming 
you survive, of course. There's 
variety in the stages, while a 
range of enemy abilities keeps 
things interesting. One moment 
you might be tiptoeing through a 
forest as zombies lurch out of the 
brush, the next you'll be galloping 
along gangways in a futuristic 
facility while accelerated 
Hunters sprint after you. 

Occasionally you're battling 
against the clock and sometimes 
you might have to protect an 
artifact from marauding nasties, 
but essentially your goal is to 
kill everything. Then it's back 
into the safe room to refill your 
ammo, stock up on new weapons 
and parts with the cash you've 
earned, evaluate any items 
you've collected, and level up 
your chosen hero's skills. 


Medallions are simple enough 
to earn in the early stages, but 
you'll soon be keen to rope in 
an assistant. Joining a friend's 
game is straightforward, and 
matchmaking with randoms lets 
you quickly partner up, or search 
for more specific conditions, 
from those looking to simply 
have fun with a like-minded ally 
or to chase elusive medallions 
on Very Hard difficulty. 

Periodic event missions invite 
you to tackle level-restricted 
challenges for superior gear 
or to collaborate with all other 
online players to blast away 
at a lumbering behemoth with 
a ludicrously long health bar 
I before it reaches shore, a 
gloriously absurd aside soured 
only by intermittent connectivity 
issues with RE.net. Otherwise, 
j Raid is the kind of furiously 
compulsive pursuit that has 
you promising yourself just one 
more go ten missions before you 
1 muster the willpower to quit. OXM 


■ The OXM Verdict 


■The OXM Verdict 


A competent but 
underwhelming 
marriage of 
old tricks, | 
elevated 
by nicely 
conceived modes. 






Gestures range from the practical to the silly: 
Leon. S. Kennedy os o giggling schoolgirl, anyone? 


A blast in every 
sense. Raid's 
missions will 
keep you 
knee-deep in 
monster guts 
for weeks. 


© 


- (g)0XM 


THE OFFICIAL XBOX MAGAZINE / 79 




As with most of Inquisition' s areas, there's a dragon 
to encounter - this one takes some getting to. 


PUBLISHER EA / DEVELOPER BIOWARE / FORMAT XBOX 360, XBOX ONE / REVIEWER JOE SKREBELS / PRICE $1^.99 


DRAGON AGE: INQUISITION 
JAWS OF HAKKON 


The Inquisition everyone expected 


T here's a temptation to 
suspect that a game's 
first piece of DLC is 
something that had, at 
some point, existed as 
part of the full experience. That 
Jaws of Ha kkon, Inquisition's 
first story expansion, is packed 
with chewy new content isn't 
what gives it away, but rather 
the key lore contained within. 

The main game skips fairly 
quickly and obviously over the 
history of the Inquisition; here 
you're searching a hostile land 
for hints of your predecessor. 
Likewise, our previous contact 
with the mountain-dwelling 
Avvar people was relegated 
to a single questline in one 
of Thedas' least interesting 
locales, the Fallow Mire. Now 
we're entering Avvar country 
and immersing ourselves in their 
fascinating culture. 


Two major strands of blank 
storyline filled out and thrown 
to fans just as the hype dies 
down? Something smells odd. 
It's certainly designed for those 
who've put in a fair bit of time 
with the game. New foes - from 
the Jaws of Hakkon to various 
wildlife (seemingly designed to 
offer crafting items rarely found 
in the rest of 

the game) - are //It t6US < 
highly-leveled, Qyt stOrV 
so you'll need ha\/P pvn 
to have finished ' lavc CAp 

the campaign TrOITI 3 SIC 
or spent lots of 

time doing side-quests to even 
attempt taking them on. 

Frostback Basin itself is 
an odd area, swinging back 
and forth from Hinterlands-y 
familiarity to grin-wrangling 
idiosyncrasy. There are the 
requisite shards to collect. 


Fade Rifts to close, and a set 
of quests tied into impressing 
a local Avvar clan - learning 
about whom is the highlight 
of the DLC. Unfortunately, the 
heart of the expansion lies in 
discovering the fate of the last 
Inquisitor. Far from gleaning a 
crucial piece of Thedas' history, 
Hakkon tells a drawn-out story 
we might have 
jr8Wn“ expected from 
'6 miqht aside-quest, 

^ -it's totally 

inessential. 

-quest// There's 
no doubting 

Hakkon's generosity, its various 
distractions offering hours for 
seasoned players to enjoy. 
There's no suspicion this 
was held back from the main 
game, either - the story is too 
inexpertly handled to have been 
considered a true draw. OXM 


There's a fair 
bit for Dragon 
Age fans to 
dig into here, 
but lore fiends 
will find it 
lacking. 


The Stone-Bear Hold is on Avvar village carved 
into 0 cliff - impractical, but beautiful. 


ALSO 

RELEASED 

From best to worst, 
the latest additions to 
Xbox Live Marketplace 



O DRAGONBALLXENOVERSE: 
GTPACK2 

Play as Eis Shenron, Nuova, Towa and Mira, 
in load of new episodes and quests. 
Price: $9.99 



@ TRIALS FUSION: 

ARER THE INCIDENT 

The incident being the end of the world. 
Ten new post-apocalypse-themed tracks. 
Price: $^.99 



e L£G0 BATMAN 3: 
HEROINES PACK 

Lego Batman isn't lacking in characters, 
but here's Batwoman, Raven and others. 
Price: FREE 



O WWE2K15: 

PATH OF THE WARRIOR 

Relive the glittering career of the 
Ultimate Warrior. 

Price: $9.99 



@ TROPICO 5: HOSTILE 
TAKEOVER 

Three new scenarios to test your military 
strength and knowledge of industry. 
Price: $9.99 



@ SAINTS ROW GAT OUT OF 
HELL DEVIL'S WORKSHOP 

Devil's Workshop adds Yorick, the 
flaming skull from Hamlet 
Price: $1.99 
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FORZA HORIZON 2 PRESENTS 
FAST S FURIOUS 


SUNSET OVERDRIVE: 
DAWN OF THE RISE OF 
THE FALLEN MACHINES 


B ling! Bling! Bling! Bling! [ 
Nope - that isn't the sound [ 
of guest star Tej 'Ludacris' I 
Parker flashing his oversized I 
jewelry in your face - it's the [ 
sound of Achievements raining j 
down on your windscreen. In this 
standalone expansion, you can f 
barely rev your engine without l 
boosting your Gamerscore. Mirror? ! 
lOG. Signal? ^OG. Maneuver? Make [ 
it a hundred! 

By the end, 
you'll have piled 
on 970G without 
even breaking a 
sweat. That tells 
us two things: 
one, that it's not 
a very long game 
(three hours, tops) and two, [ 
it's not particularly invested in [ 
keeping you playing beyond the 
end. Indeed, the congratulations } 
screen is a prompt to upgrade 
to the full Forza Horizon 2 | 

experience. This is an expansion ' 
pack in name, but not in spirit; [ 
existing to cajole Forza Horizon f 
virgins into buying the game i 


rather than to offer fresh impetus 
for existing players to get back 
behind the wheel. 

Ludacris and supercars aside, 
the use of the Fast 8 Furious 
license is at best half-assed - 
the radio is locked to the urban 
station, and the entirety of the 
action takes place in the noted 
street racing hotspot of Nice, 
France. It all contributes to the 
cheapo glorified demo vibe. 

That said, 
there are some 
highlights to 
be found in 
the expansion 
- such as a 
windswept 
helicopter chase 
and a new type of race that 
challenges you only with 
finishing ahead of a rival car. 

The latter gives Turn 10 the 
freedom to crank the Al difficulty 
up, meaning races take place 
in the oft-unseen chaos of 
the middle of the pack. Such 
memorable moments are Far S 
Few-ious, sadly. OXM 


A fter the first DLC crammed 
Overdrive's bouncy combat 
into an oil rig built of low 
ceilings, this second dose wisely 
returns to the mainland. The 
Fizzco robotics factory is yet 
another district of rubbery vent 
covers and conveniently snaking 
grinding rails, but it hosts two 
hours of missions that make 
better use of 
the landscape 
than the endless 
fetch quests that 
preceded them. 

Okay, you're still 
largely performing 
fetch quests, but 
that path from A to B is peppered 
with novel distractions. 

There are turrets that can 
brainwash robots into joining your 
cause, and a welcome return of 
exploding robo-pooch Boo Boo, 
though he's soon outgunned by 
a multi-orbital strike weapon 
that handles like Gears' Hammer 
of Dawn stuck in fast forward. It 


I rains lasers down so fast that it 
\ soon runs out and has to drop 
i entire satellites on attackers - 
i one of the few guns to add real 
j tactics and a rhythm of its own. 

Confident design extends to 
I the energy ball, a bludgeoning 
i shield you charge by skimming 
] along power cables before 
1 unleashing it in a pinballing 
fury. It lacks 
the nuance of 
regular combat, 
but offers the 
important key 
change we hope 
for in DLC - at 
least for the 
] tiny handful of missions you 
i get to use it. Perhaps its brevity 
{ is simply down to Insomniac 
j wanting us to reach the final 
i boss as fast as possible, a fourth 
j wall-breaking concept that lets 
; us stick it to one of gaming's 
j more irritating figures. It feels like 
i the 'real' end to the game, so just 
1 about earns its $10 price tag. OXM 


//You can barely 
rev your engine 
without boosting 
your Gamerscore// 


//You're still doing 
fetch quests, but 
the path is full of 
novel distractions// 



3The OXM Verdict 


It worked as a 
free demo, but 
now it costs 
real money, 
it'll leave you 
feeling Fleeced 
S Furious. 




ZThe OXM Verdict 


Plays to Sunset 

Overdrive's 

obvious 

strengths while 
offering a few 
neat surprises 
along the way. 



I 


Indie Roundup / The latest hidden gems and DIY disasters 



LOOT OR DIE INDIEMON VS ZOMBIES DECK OF HEROES AVATAR HOLLOW AVATAR FORTRESS 

It's cheap and ugly, but this loot- Survive enemies, then upgrade your An overwhelming introduction soon This clunky, insanely hard Halo's troubles might push you into 

focused platformer boasts a huge hero. Or rather, don't - this does gives way to a surprisingly fun, if action RPG takes longer to load another shooter, but you can do 

varietyof gear and guns. nothing different, and nothing well, unoriginal card game. than it does to kill you. better than this drab sci-fi FPS. 


;.r (5)0XM 
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FEATURE 


To celebrate the unveiling of DICE'S Star Wars: Battlef rent, • 

OXM proudly pre 3 ents 25 important, shocking prjUhtmerrjorably w^ird 
rfiomentsTrom our pick of the Star Wars adaptation'sagd'Xbox games 
• .inspiredbytheffanchise.Beware:majorplstspoilersthroughout‘ • 
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DARTHVADER JOINS 
SOULCALIBUR 

Soulcalibur IV 

Originally exclusive to the PS3 version of 
the game, the artist formerly known as 
Anakin Skywalker was made available 
as DLC for Xbox 360 users. And a good 
thing too - Xbox 360's own exclusive 
Star Wars character, Yoda, was a bit of 
a letdown, thanks to his short reach 
and turgid evasion. As avid practitioners 
of the Dark Side, we heartily endorse 
Vader's habit of collaring downed foes 
with the Force and hurling them about. 


KOTOR'S BIG REVELATION 

Star Wars: Knights of the Old Republic 

When all of gaming's plot twists are eventually drawn 
together by centrifugal attraction, the shocker that bubbles 
to the fore will be KOTOR's endgame reveal. If you'd been 
following the Jedi path, the discovery that your character is 
the brain-wiped husk of a genocidal Sith Lord threw all your 
actions into question. And if you were at one with the Dark 
Side, it felt like the best surprise birthday party ever. 


frTlT 

THE FROST TROLL'S DINNER 

The Elder Scrolls V: Skyrim 


There are more dead bodies in Skyrim 
than there are elevators on Bespin. 

Among them is a moldy chunk of 
skeleton affixed by its feet to the ceiling 
of a cave, not far from a suspiciously 
sleek Frost Troll. A sword lies in the 
snow directly beneath, just out of reach. 
Remember that bit on Noth in The Empire 
Strikes Back, when Luke narrowly avoids 
becoming a Wampa's breakfast? This 
is what happens if you don't practise 
your Force Pulling, guys. 


FORCE-FUELED 

DOGFIGHTING 

Star Wars: JedI Starfighter 


How do the Sith throw thunderbolts 
around? According to our inquiries, 
the source is a bag of angry cats each 
Sith keeps hidden about their person, 
generating a supply of static electricity. 
Whatever the explanation, it comes 
in handy during duels - and space 
combat. In ZQQZ's Jed i Starfighter, you 
can project it from your ship to frazzle 
anything that escapes your crosshairs. 
Those cats deserve RAF service medals. 


AERIAL ACTION AT 
THE ACADEMY 

Star Wars JedI Knight: JedI Academy 


While not perhaps the best Star Wars 
game, this 2003 LucasArts effort is 
easily the most well-rounded Jedi- 
dueling sim. Picking a standout from its 
arsenal of lightsaber stances, acrobatic 
moves and powers feels like kicking a 
football into the Death Star's exhaust 
pipe from Alderaan. Still, the arching flip 
attack, where you deliver a strike to the 
opponent's head while upside down, 
seems most worthy of celebration. 


S#(g)0XM 
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THE HAVOK UNLEASHED 

Star Wars: The Force Unleashed 

Say what you like about this much- 
touted 2008 franchise refresh, but it 
does indeed unleash the Force to full 
and satisfying effect. As Darth Vader's 
secret apprentice Starkiller, you're 
loaded down with ways to misuse 
the Havok physics engine, and there 
are naturally none of the usual moral 
caveats. Wookiees giving you aggro? 
Seize one with Force Grip, cackle as he 
grabs at a friend's arm, then fling them 
both into a tree. Problem solved. 


DARTH MAUL'S PRD 
SKATER 3 

Tony Hawk's Pro Skater 3 


The temptations of the Dark Side of 
the Force can be difficult to resist. So 
much power and, more importantly, so 
much style. For example: did you know 
that any halfway-talented Sith Lord 
can pull off a BS tailslide followed by 
a pop shove-it, build to a saber spin 
and culminate with a 360 heelflip? 
Thankfully, Neversoft was alive to this 
particular aspect of Dark Side training 
and celebrated it in a Tony Hawk qame. 


HAN SOLO'S 
MERCENARY SIDE 

Mercenaries: Playground of Destruction 


Every band of galaxy-saving adventurers 
needs a shady type like Han Solo. 
Nonetheless, we find the idea of the 
Millennium Falcon's captain dropping 
bunker-busters on airfields then letting 
rip with an M16 a mite hard to swallow. 
A Solo character skin is hidden away 
in Mercenaries - it doesn't alter the 
experience but it does prove that, 
whatever George Lucas may claim, 
Han is the kind to shoot first. 


"i DON'T LiKE YOU EiTHER" 

Mass Effect 3: Citadel 

While engaging in a banterific bout of heavy drinking with 
(potential old flame) Ashley, you'll be set upon by prancing 
tough guys in clumsy mimicry of Luke Skywalker's first visit 
to Mos Eisley's bar. This one sticks in the mind by virtue of 
implausibility. It's fair enough that offworld yahoos would 
try to rough up Luke - at that point, he's just some country 
boy with bad hair. But Shepard? What were they thinking? 


THE BAHLE DVER 
CORUSCANT 


star Wars; Batt efront 


The Battlefront senes has a tortuous 
history, rife with studio closures and 
cancellations. But let's think of the good 
times. Let's remember clambering into a 
primordial X-Wing during a hellish scrap 
above the surface of Coruscant. Let's 
relive the thrill of swooping from the 
hangar bay to shred proto-TIE Fighters. 
Let's recall how we stole aboard a 
dreadnought and lit the beast up 
with thermal detonators. 
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STAR WARS MOMENTS 


ANAKIN VS THE 3EDI ORDER 

Star Wars Episode III: Revenge of the Sith 

As humdrum as this straight movie spinoff generally is, it 
does allow you to enact every Sith Lord's wet dream - an 
assault on Coruscant's Jedi Temple, sanctuary of all that is 
wholesome. It's a shame the melee combat isn't a match 
for the premise, and that you have to listen to Anakin 
throughout. "I'll tear this place apart," he groans, like 
someone who's discovered the office printer is out of ink. 


WASH YOUR 
ROBOT MOUTH OUT 
IN BORDERLANDS 

Borderlands: The Pre-Sequel! 

Many of the best Star Wars gags are 
delivered by R2-D2 and C-3P0, which 
is saying something given that one 
of them only speaks binary code. The 
same applies to the blue Claptrap and 
orange loader 'bot you discover in The 
Pre-Sequel!. An excerpt: "I don't know 
where you learned such gusset-ridden 
sailor talk, but you should know that is - 
anatomically - quite impossible." 


WHEN SANTA MET VADER 

Lego Star Wars II: The Original Saga 

Love the Lego Star Wars games, but 
always found them a touch lacking 
in festive sparkle? Enter the codes 
'CL^USH' and 'TYH319' while loitering 
in the hub bar and you'll be able to 
explore the Death Star as trusty Saint 
Nick. Now all you need to do is insert 
some appropriate music using the Xbox 
360's USB slot - and occasionally bellow 
things like, "HAVE YOU BEEN NAUGHTY 
THIS YEAR?" as you chop Stormtroopers 
into twitching plastic giblets. 


THE MISLAID LIGHTSABER 

Star Wars: Republic Commando 

The fondest piece of make-believe ever 
served up by Star Wars is the idea that 
swords have a significant edge over 
laser guns. It entailed the invention of 
a special kind of laser, which travels at 
roughly the speed of a migrating pigeon. 
Republic Commando puts that notion 
firmly in its place with a single line of 
dialogue, delivered as you brood over a 
long-abandoned lightsaber. "A weapon 
for a more civilized age. Well guess 
what, times have changed." Cold. 


STARKILLER MONKEYS 
AROUND 

Star Wars: The Force Unleashed II 

Alas, this one's more depressing 
than noteworthy. Not content with 
sullying our memories of Darth Vader, 
LucasArts had to go and drop another 
vintage character in there: Guybrush 
Threepwood, silver-tongued star of the 
Monkey Island games. There's a statue 
of the guy on Cato Neimoidia, pointing 
towards a sadly non-interactive wall, 
and you can even play as him - or rather 
his Sith alter-ego Guybrush Threepkiller. 
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JEDI MASTER CHIEF 

Halo: The Master Chief Collection 

Jedi vs Spartan? Now there's a fantasy match-up you 
could pose at any given sleepover party without fear of 
a corrective beating. Alas, no dev has dared cross the 
streams - or, now that we think of it, pit either faction 
against the Ghostbusters - so we'll have to content 
ourselves with in-jokes. When the IWHBYD Skull is active in 
Halo 2, marines occasionally compare Brutes to Wookiees. 


SQUARE HEARTS WEDGE 
AND BIGGS 

Most Final Fantasy games 

Biggs Darklighter and Wedge Antilles 
are pilots for the Rebel Alliance, briefly 
featured in the films but explored 
at length in spinoffs. And, for some 
reason, the Final Fantasy seues. Almost 
every game since FFVI includes a duo 
named for the pain they're members of 
AVALANCHE in VII, appear as guards in 
VIII, can be recruited as Blitzball players 
in X and run a shop in the first Xbox 360 
installment. Final Fantasy XIII. 


X-WINGS OVER THE PACIFIC 

Medal of Honor: Pacific Assault 

We didn't fight in World War II, for 
reasons of youth and cowardice, but 
we do harbor many harrowing memories 
of WWII videogames. There's the odd 
colorful moment in Pacific Assault's 
Airfield Ambush mission, however. Head 
inside the radio hut by the runway, for 
instance, and you'll be able to listen 
in on combat chatter between X-Wing 
pilots during the run on the Death Star. 

It's not quite the Millennium Falcon 
under a tarpaulin, but it's a nice touch. 


STAR WARS KID RETURNS 

Tony Hawk's Underground 2 

Star Wars Kid's reign of terror has long 
since ended, though some old folk 
whisper that he still wanders the halls 
of Reddit late at night, whirling his 
home-made 'saber. Those who harbor a 
guilty affection for the guy might want 
to skate up a certain apartment block 
on Underground 2's Boston level. Crash 
through a particular window and you'll 
encounter a bespectacled figure who 
offers to "show you his moves". Don't 
worry; it's less creepy than it sounds. 


THE STRUGGLE AGAINST 
DARTH TRAYA 

Star Wars: Knights of the Old 
Republic II - The Sith Lords 

KOTORII has plenty of things going for it, 
including a sympathetic, if dependably 
murderous arch-villain in Darth Traya, 
a Sith Lord who transcends both Jedi 
and Sith in that she regards the Force 
itself as an enemy. The scene on 
Dantooine, when she reveals her agenda 
to the player at last, ranks as one of 
gaming's few compelling examples of 
full-on exposition. 
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STAR WARS MOMENTS 









GEORGE LUCAS MEETS 
GEORGE ROMERO 

Dead Rising 3 

As is traditional for the franchise, 
Xbox One's first Dead Rising includes 
an item creation recipe for a Icough] 
'laser sword', which may strike the 
Jedi aficionado as oddly familiar. You'll 
build it using gems and a flashlight, 
after finding the blueprint. The weapon 
isn't as flamboyant as certain others, 
but it insta-kills regular Zs and has a 
gratifyingly wide arc. Why not don a 
helmet and pretend you're a Yoda? 



MISSION'S END 

Star Wars: Knights of the Old Republic 

Much of the time, evil behavior in 
games equals sarky dialogue and 
sexy eyeshadow. Those of a sadistic 
bent may wish to get to know KOTOR's 
Twi'lek teenager Mission and her faithful 
Wookiee chum Zaalbar. The latter 
swears eternal loyalty when you save 
his life, even if you follow the Dark path. 

Mission isn't as easily won over, but 
given a decent Force Persuade skill you 
can have Zaalbar kill her. And after? You 
should probably have yourself arrested. 






THE DIDACrS OWN 
DEATH STAR 


Okay, so it isn't a direct lift from Star 
Wars, but it's hard to play through 
Halo 4's penultimate section - in 
which Master Chief and Cortana fly a 
Broadsword fighter through the guts of 
the Didact's flagship - and not hear the 
echo of Episode IVs famous Death Star 
trench run. It's a dazzling sequence, 
though a frustrating one - Luke 
Skywalker didn't have moving panels 
to worry about. 



FORGING OF THE ALLIANCE 

Star Wars: The Force Unleashed 

The ability to bang Wookiees together like drumstioks aside, 
you might like to play the original Force Unleashed because 
it's the story of how the Rebel Alliance was founded. 
Starkiller is dispatched by Vader to unify various senators 
against the Emperor, the idea being that the pair will usurp 
Darth Sidious in the chaos. Starkiller, however, suocumbs to 
the Light Side while hobnobbing with the rebels. 





THE DISCO STRIKES BACK 

Lego Star Wars: The Complete Saga 

Only the lunatics at Travellers' Tales 
would see in the dreaded Stormtrooper a 
dancefloor maniac awaiting his chance 
to moonwalk. Hidden away in Lego Star 

Wars are three Stormtrooper discos 
- one assembled by hand, the others 
activated by stepping on circles of light. 
Once in full swing, they'll attract nearby 
Stormtroopers like moths to a glitterball 
(and unlock an Achievement). It's one of 
many proofs that TT is now the nearest 
thing to the LucasArts of yore. 
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ON SALE 
06/23/15 

SUBSCRIBE ON 
PAGE 60 


IS BATMAN THE HERO XBOX ONE ' 
DESERVES? OXM DELIVERS THE VERDICT 


ASSASSIN'S CREED VICTORY REVEALED! 


(ROBO) HANDS-ON WITH METAL GEAR SOLID V 


THE WITCHER 3 LEADS OUR RPG SPECIAL 
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90 Live Spotlight 

There's more Advanced Warfare, more sides 
than a dodecahedron and more mad 'coasters. 

92 Now Playing: 

Dragon Age: Inquisition 

We ain't afraid of no Fade Rift. Largely because 
we're playing them, ahem, 'differently'. 

9^ Now Playing: 

Life is Strange 

Good things might come in threes, but 
good gaming tends to come in pairs. 

95 Now Playing: Outlast 

How AAA horror can be undermined by AA 
batteries. It makes sense when you read it. 


95 Now Playing: 
Sherlock Holmes 


I 


Walking and talking are the most satisfying 
parts of a day's work, you know. 


DRAGON AGE: INQUISITION 

w C Game not long enough for you? Follow our tips... 


96 OXM Replay 

How does Prince of Persia: The Sands of Time 
hold up against the unending march of it? 

98 Our E3 Predictions 

OXM serves up the real talk about what to 
expect from this year's LA mega-show. 
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Reports from 
Xbox's biggest 
communities 


•Ln Skorpion your guns 
^re^deactivoted, 
Kforc^q you to take 
enemies ^own with a 
deadly bear»Qtf fixed 
between youifcroft 
and your drone.? 


i Geometry Wars 3: 
i Dimensions Evolved 

I A new batch of angles for Sierra's obtuse shapes to measure up to 


\ 
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Details Dev Lucid Gomes / Pub Sierra Reporter Alex Dale 




Stages are inspired by Project 
Gotham Racing mini-game. 


F orty new stages for free. Talk 
about generosity - this is like 
removing the foil in a box of 
chocolates and finding two 
extra layers. While this sudden 
glut of content only serves to 
exacerbate the game's internal conflict 
between form and function (too many 
stages = a diluted high-score scene), 
besting the pre-set scores on each 
stage remains an irresistible challenge. 

Reacting to player feedback. 

Lucid has softened the progression 
requirements, so there's less impetus 
to revisit beaten levels in order to earn 
the maximum three stars. It's arguably 
a misstep - for us. Geometry Wars 3 is 
at its best when it forces you to put the 
blinkers on and perfect an individual 
stage's waves - but on the other hand, it 
gives Lucid the freedom to let loose with 
some bizarre, barmy and brilliant twists 


^ ON THE CLOCK 

! How we spent our 
j time in the game 



25% Swearing 
25% Cursing 
25% Cussing 
j 25% Spouting 
' unimaginable 
: profanity 


//It casts you in the role of 
matador, coaxing enemies 
into unseen bombs// 


on the theme. One stage, as an example, 
sees you boxed in by green walls that 
close in every time they absorb gunfire, 
forcing you to have to line up your shots 
like a snooker player, while another 
places the action on a rotating disc and 
chases you with a killer wall. 

A new game type, Skorpion, sees 
your craft sprout a deadly Jetstream 
tail but shuts off your guns, forcing 
you to thread your craft through waves 
of oncoming baddies, so they have no 
choice but to crash into your toxic wake. 
No sooner have you acclimatized, then 
you find yourself trapped in a circular 
grid with a new enemy type that charges 
toward you like a bull. Appropriate, 
since this round of Pacifism casts you in 
the role of matador, cajoling them into 
charging unseen into bombs. The Mario 
Galaxy of shoot-'em-ups? That's a bit 
rich perhaps - but the wealth of ideas 
on display gives the same giddying buzz 
as Mario at his best. ■ 


IF YOU DO ONE THIND IN GEOMETRY 
WARS 3 THIS MONTH, MAKE IT 
Seeing how long you can last on the 
snake-infested orb of Cobraphobia. 
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A grappling guTT^idVo? m, 
] but don't worry - normal 
1 guns ore still here, too. 









Call of Duty: 
Advanced warfare 

Grappling with the latest batch of DLC 

Dev Sledgehammer Gomes Pub Activision / 

Reporter Martin Kitts 

C all of Duty is no longer the all-consuming online monster 
of its Modern Warfare heyday, but Advanced Warfare is still 
pulling in a decent crowd on Live. The Ascendance pack 
brings a new way of navigating its four extra maps. 

Dropping into the Grapple playlist replaces the regular 
Exo abilities with a Just Cause-style grap gun, which is an even 
faster method of travel than the now-familiar double jump and 
dash. You can grapple and stick to pretty much anything, and a fast 
cooldown means it's effectively the primary mode of transport. 

Naturally the first thing many did was explore the limits of the 
level geometry, and in the first few days you'd find people ziplining 

across the underside 

//The grap gun is now of the playmg area, 

effectively the primary 

mode of transport// quickly, along with a 

glitch that made anyone 

in a Goliath mech suit become an invincible death machine. 

The new maps are a mixed bag. Site 2AA looks impressive, but 
is linear and riddled with choke points. The circular playing area 
of Climate gives it a nice flow for objective-based modes, while 
Chop Shop is disappointingly generic. Perplex, however, provides 
excellent verticality, for optimal use of the grap gun as well as 
the regular Exo abilities. Plus, there's the second part of the Exo 
Zombies story, with a boss battle against a zombie mech. ■ 

I IF YOU DO ONE THING IN ADVANCED WARFARE THIS MONTH, MAKE 

iT...r~ — 


Finding a spot to grapple outside of the level boundaries.' 



ScreamRide 

Taller, better, faster, twistier, as Daft Punk 
would almost certainly have put it 

Dev Frontier Developments / Pub Microsoft Studios / 

Reporter Emma Davies 

T he world's tallest rollercoaster is the 139-meter Kingda Ka at 
Six Flags Great Adventure. The fastest is the ISOmph Formula 
Rossa at Ferrari World, Abu Dhabi. The longest is Steel Dragon 
at Japan's Nagashima Spa Land, measuring 2,A79m. The most 
inversions goes to the lA-looping Smiler at Alton Towers, UK. All of 
these are dwarfed by the creations on offer in ScreamRide s Level Center. 

The user-created feats of construction are staggering. These 
'coasters seem to defy every last law of both physics and engineering. 
The people who built them think in impossi-shapes, giant 3D ones that 
loop around each other. It's simple to upload your own levels 
from Sandbox mode - build a rollercoaster, tweak the heck out of 
it until it delivers every last G you were aiming for and set the level 

parameters. As well as 

//These are built by picking bonus goals, you 

people whose brains 

just work differently// run iso even the speediest, 

most dizziness-inducing 

ones are technically doable], then you're good to go. 

Just don't bank on any sense of pride as your projects go live. I spent 
a fair while on the Vom-O-Loop - featuring a fast launch up an insanely 
high vertical hill, before turning a corner, speeding back down a 90° 
drop and then boosting through ten loop-the-loops of decreasing size. 
In the real world it would not get past health and safety checks; in fact, 
it would probably kill anyone foolhardy enough to ride it. But in the Level 
Center? Pretty much a kiddie ride. Zero-star ranking. ■ 


IF YOU DO ONE THING IN SCREAMRIDE THIS MONTH; MAKE IT. 


JjUsing the 

I filters t5~sift out the absurdly head-spinning tracks. Bleurgh. 
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XBOX EXTRA 


Mark Green is playing... 

Dragon Age: 
Inquisition 



BECAUSE.. 'TU die of old age before I actually finish it" 


LOVING Endlessly avoiding the story to tick off 29A sidequests ‘ HATING No Leliono romance. Hours wasted there 


M ight as well be called 

Dragon AGES, am I right? 
Because of how long it is, 
you see. All over the 
world, players are finally 
emerging dazed and 
blinking into the sunlight, faces pale 
and beards like gorse bushes after 
hundreds of hours held captive by 
BioWare's towering RPG masterwork. But 
I'm special. I'm making Inquisition last 
even longer than normal By refusing to 
play it properly. 

Basically, I like messing about with 
Fade Rifts - the crackling green portals 
dotted around Thedas' landscape that 
vomit up a crowd of demons. It's 
obvious that you're meant to roll up 
your sleeves, charge right on in and 
ignite a close-range riot of swords and 
spells. But I prefer to take on the Rifts 
from a distance. 


j BioWare, it's clear, was really not 
i expecting me to take this approach. 

I Hang back, and the Rift's assorted 
i hellbeasts... do absolutely nothing, 
i There's something sweetly 
I incongruous about watching from afar 
[ as they calmly patrol back and forth, 

I hunched over like they're searching for 
! a dropped contact lens. 

! Come on over 

1 Target a long-distance shot at a single 
demon, and it'll come trotting slowly 
! over to investigate like a curious pig at a 
I petting zoo, unfazed by the arrows my 
I rogue is repeatedly thumping into its 
[ forehead. By the time it reaches my 
f party - who I've ordered to loiter with me 
[ at the edge - it's half-dead, far from 
i home, alone, and suddenly wishing it 
i had chosen an easier life as a milkman 
' or something. 


//Target an arrow at a demon, and it'll 
trot slowly over to investigate like a 
curious pig at a petting zoo// 


DETAILS 


I Released j 

• Nov 201^1 ■ 

! Dev ! 

j BioWore j 

Pub 

I 

EA 1 

Format Xbox One | 

I Score 9/10 j 

Recap ^ 

The RPG I 

that's got it ; 

all: sublime I 

worlds, ' 

thumpinqly 1 

good combat, | 

story and 1 

characters ' 

you'll ! 

daydream ^ 

about, and i 

0 quest log ! 

that quickly j 

becomes ' 

longer than a j 

phone book . I 


My mage doesn't like all this one bit, 
by the way. She's like a rabid magic dog 
on a lead, madly exploding spells at her 
feet in buggy indignation at not being 
able to rush into the middle of everything 
and get herself killed in seven seconds 
like usual. She hates me. But take note: 
it doesn't stop her having sexy times 
with me later, no sir. 

The one-enemy-at-a-time approach 
is super-effective when it comes to 
conserving health, but has its 
drawbacks (beyond being very silly and 
painfully slow and utterly disrespectful 
of BioWare's carefully balanced combat). 
The worst is that if I accidentally step 
out of the Rift's activation radius, it 
promptly snaps shut and the enemies 
reset Start again; add more Inquisition 
hours to the tally. 

So I'll be finally done with Dragon Age 
around the same time as the Sun 
explodes and swallows our planet. But 
as I'm engulfed by unimaginable fire. I'll 
know that I spent my time on Earth 
using the absolute bare minimum of 
health potions in Fade Rift battles. I will 
have no regrets. ■ 




They're all just 



here to moke 



friends, right? 

1 


i V 

X f 
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XBOX EXTRA 


Kids these days 
with their guns. 
In our teenage 
years we had to 
keep ourselves 
entertained with 
Worms on Amiga. 


[ 


L P L A Y I N 



I 
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Andi Hamilton is playing... 

Life is Strange 



BECAUSE... "Some games are better enjoyed in pairs" 


^ LOVING The way that every decision you make means something v/ HATING Er... the actual playing of it? 


I 

t 

E 

I 

[ 

E 

( 

E 

E 

[ 

E 


I 

E 
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I want to play a game with choices in 
it!" demanded my fiancee, as a 
follow-up to her insistence that we 
play a game together for once. "What 
about this Life is Strange, then?" i 
blurted as a half-panicked reply, "it 
is, after all, a game based entirely 
around making decisions." "Hmm." She 
didn't immediately shoot the suggestion 
down. Choice as good as made. 

Just as well as i'd already picked it up 
on a whim, then, fancying something 
different and ignoring all of my peers 
who were telling me that it simply wasn't 
going to be my thing, i'd played about 
the first hour of it and, for the most part, 
they were correct, i'd done a few puzzles 
using the time-travel mechanic and a 
more fleshed-out experience 


■ had started to reveal itself, but it was 
, clearly going to rely on me becoming 

attached to the story and characters 
i first - and i didn't see that happening 
anytime soon. 

1 Fast forward to a week or so later, 

■ and my good lady is approaching the 
i end of Episode 1: Chrysalis, in its 

^ opening stretch, i was doing anything 
I but paying attention - but as the 
; episode went on, i found myself getting 
i drawn in. Since i didn't have to actually 
^ do all that walking around myself, 

; listening to all the different bits of flavor 
^ dialog in a world that i wasn't quite 
invested in, i was free to cherry-pick the 
more interesting-sounding scenes and 
1 so by the time Episode 1 reached its 

■ conclusion, I was totally hooked. 


//Since I didn't have to do the walking 
about, I was free to cherry-pick the 
more interesting-sounding scenes// 


DETAILS 


^ Released i 

: Jan 2015 j 

■ Dev ; 

: Dontnod j 

’ Entertainment - 

^ Pub ! 

i Square Enix j 

Format Xb ox I 

; One, Xbox 360 ] 

: Score 7/10 
^ [Episode 1] | 

: Recap 

^ Although 
; not the most 
\ thrilling 
? to actually 
^ play. Life is ? 
^ Strange tells ? 
L a gripping ; 
I tale and is ^ 
; well worth ! 
i investing I 
I yourself in . : 


Without my new gaming sidekick to do 
the heavy lifting, I would never have 
unearthed the second episode, which as 
it turns out is much stronger. It focuses 
on a drama that ties all the characters 
together, specifically a video that's gone 
viral featuring a girl called Kate in a 
compromising situation. Her reaction to 
it, the community's reaction to her, how 
you deal with it and ultimately who could 
be behind it make up the core storyline 
to the episode. There's less of a focus on 
the supernatural stuff, and when Max's 
time travel does come into play, it's to 
weave interesting puzzles rather than 
retread decisions or dialog. 

I found myself having very loud 
opinions on characters who could have 
dropped dead in the middle of the 
screen a month ago and I wouldn't have 
batted an eyelid. After a slow start, the 
niche world of Life is Strange has, 
against all odds, joined blockbuster TV 
shows such as Game of Thrones as 
something we're both invested in. ■ 
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XBOX EXTRA 


Joe Donnelly is playinq... 

Outlast 


BECAUSE.. "The first jump scare is the deepest" 


/ LOVING Learning to play horror gomes with the lights off "./HATING That familiarity does indeed breed contempt 



E very set of batteries found 

strewn around Outlasts Mount 
Massive Asylum is the same 
size. For me, this became as 
depressing as the institute's 
volatile patients and blood-smeared 
corridors. What's more, even on its 
hardest setting, the derelict sanatorium 
houses a staggering amount of batteries 
- a battery of batteries, if you will. 

At first, the thought of traipsing 
about in the dark with only a camcorder 
in night vision mode as a companion 
chilled me to the bone. But not long 
after delving into the depths, I faced 
the plodding inevitability of knowing 
any battery would fit my camera. If only 
my utility cupboard was so predictable. 



j What's good for drawers, however, 

^ isn't necessarily best for horror games, 
j In the quest for tension, predictability 
= is your worst enemy. The problem is 
\ this: if I've hid from an enemy in a locker 
j once. I've hid in one a million times. 

I The body that didn't move when I first 
1 sauntered by will inevitably jump out at 


DETAILS 


Released ' 

Jun 201A j 

Dev Red Barrels i 
Pub Red Barrels I 
Format Xbox One j 
Score 8/10 


me on second passing. That eerily quiet 
and seemingly empty room ahead will 
almost certainly accommodate at least 
one catatonic soul waiting to pounce 
from an unseen spot. 

When it works it's brilliant. The 
shock of that first soil-yourself-silly 
jump scare is unparalleled - it comes 
early on and left me yearning for more. 
From there on in I was as much chasing 
the dragon as the unhinged inpatients 
were pursuing me. I now find myself 
scouring the hospital in the hope of 
finding more, but I cannot even nearly 
satisfy my itch. I'm enjoying it for what 
it is - but I just wish that sometimes 
it would throw me an AAA when I'm 
expecting an AA, you know?H 


Tom Sykes is playing... 

Sherlock Holmes: 
Crimes S Punishments 

BECAUSE.. "I can judge people on the state of their clothes" 


LOVING Freezing time to cross-examine suspects ^HATING The occasional, often-infuriating mini-gomes 



C rimes S Punishments wants 
you to imagine that time is 
standing still while Sherlock 
Holmes examines his many 
suspects, but I like to think 
that they're awkwardly sitting there 
in real time, as the Great Detective 



peers at their pockets, sleeves and hair 
for giveaway clues. You're allowed to 
use this great roving eye during every 
conversation with a witness or suspect 
- highlighting facial features or items 
of clothing that tell you something 
about their character - and I've never 
felt more like Sherlock during a game. 

Gentle nudges guide you from one 
revelation to the next. And while it's not 
exactly a game where you feel great 
after solving a puzzle, it's huge fun 
charting Sherlock's mental map, as you 
literally snap neurons together to intuit. 


DETAILS 


Released 

Oct 201A 
Dev Frogwores 

I Pub Focus Home 
I Interactive 
I Format Xbox 
I 360, Xbox One 
i Score 6/10 


If it was all conversation. I'd enjoy it a 
lot more, but it stops dead every so often 
to introduce some time-wasting mini- 
game. I don't like to think about how 
long I spent arm-wrestling in the game's 
first case. Disguised as a seaman. 
Holmes decides to challenge a sailor to 
a game of strength. The resulting battle 
was so frustrating that I found myself 
locked in a lengthy battle of attrition. 
After I f/na/Zy emerged victorious, the 
game immediately asked me to do it all 
over again. I relented, but I'm begging 
you, Sherlock: stick to battles of wits. ■ 
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Prince of Persia: The Sands of Time 

Ben Maxwell finds Ubisoft's revolutionary adventure is forever young 



DETAILS 

DevUbisoft 
Montreal 
Pub Ubisoft 

Released 
Nov 2003 
Scored 9/10 



N o no no, that's not the way it 
happened. Shall I start again?" 
The Prince's frustrated 
exclamation might just as 
easily be directed at the 
Persian-themed platformer's previous 
iterations as his own untimely death. 
Each time you miss a precarious ledge 
or fall victim to a particularly tenacious 
series of traps you're reset at the last 
checkpoint, just like in any other game, 
and the Prince shakes it off as a 
misremembering of the tale he's 
recounting. But The Sands of Time 
wasn't just a slip of the mind; it was 
nothing short of a revision of history. 

Jordan Mechner's original game, all 
rotoscoped animation and death at the 
pointy end of a brutal selection of 
pointy things, is still revered today, 26 
years after its release. But despite 
breaking new ground at the beginning, 
the series soon struggled to find its 


■ //Ubisoft Montreal rewrote 
m the book on the entire 
action-platformer genre// 


j rhythm as it attempted to move with the 
! times. 1999's Prince of Persia 3D looked 
swish but suffered from clunky controls 
and a disobedient camera. We had to 
wait another four years for Ubisoft 
Montreal to show the world how to do 
Prince of Persia in 3D properly. In the 
process, the studio rewrote the book 
on the entire action-platformer genre. 

It still feels good today. The Sands of 
I Time is built around such a joyous set of 
i perfectly polished mechanics that, aside 
I from the myopic smear of bloom effects 
that saturates every last cranny of the 
[ sprawling palace, it's difficult to date. 

[ Its genius waste shift the focus 
I from the mechanism of movement to 
' the act of moving itself - just point the 
' artist still named Prince at a ledge, 
i beam or wall and you'll balletically flow 
I through the space, wall-running, 

I flipping and rebounding your way to the 
I next point on your journey. It might 
I sound like an erosion of player skill, 
cruelly snatching away any sense of 
I achievement you might have felt at 
I pulling off a carpal tunnel-chafing 
I button combination, but in practice it's 
. far from autopilot: The Sands of Time is 


about freedom, and it hands you the 
'i tools you need to feel untethered. 

The same is true of combat. Just 
■' hammer X to unleash a dazzling flurry 
, of acrobatic stabs, spins and slashes 
* - you won't even get to choose which. 
What you do have control of, however, 
is movement, as you dance, cartwheel 
and duck away from your opponents' 
pathetic attempts to kill you. Or, as was 
I often the case with us, straight onto 
, their blades in a spectacularly 
'j embarrassing display of hubris-fuelled 
breakfencing (like breakdancing, but 
' with swords. And death). 

I Time lore 

: Thank goodness, then, that those 
aforementioned temporal resets are 
, also at your control. Squeeze the left 
' trigger and you can sail back through 
i time a little way, undoing any fear of 
experimenting with a new move or 
; route and freeing you up even further. 

. It's a brilliantly executed idea that 
= turns every defeat into a lesson to be 
, savored rather than a motivation- 
= sapping punishment. We're used to 
i rewinding our virtual errors these days. 
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Dashing across walls feels entirely natural 
and doing so results in a satisfying arc 
as you laugh in the face of spikes. 


Publishers send OXM 
games. Loads of games. 
Good, bad and downright 
stinky. Every month, we 
delve into our Games 
Cupboard of Doom and 
replay a howler... 


THIS MONTH.... 


NFLUENCED BY.TV NFLUENCE ON 


PRINCE OF PERSIA O 
The beautiful but grisly 
original still stands up. 


O ASSASSIN'S CREED 
Ubi's other game also 
turned walls into floors 


[DAMNATION 


but it's easy to underestimate just how 
revolutionary this felt at the time. 

That freedom to experiment means 
navigating the game's vertiginous 
palace levels isn't quite as daunting as 
it might otherwise have been. Rooms 
might soar four or five stories above 
your head when you enter them, the 
camera taking a moment to swoop 
through the navigational challenge that 
lays ahead of you. It's a challenge you 
relish every time, and that's key to The 
Sands of Time's appeal. The game's 


D amnation started life as a 
technically impressive 
Unreal Tournament 200^ 
mod, and ended it as a 
crummy third-person 
shooter rightly consigned to the 
scrapheap of history. Perhaps in an 
effort to show just how good it was 
at manhandling Unreal Engine 3, 
fresh faced developer Blue Omega 
went to great 
lengths to contort 
a typical shooter 
into a game with 
Tomb Raider-s\.y[e 
platforming and 
acrobatic vehicle sections, set in a 
world where the cowboy hat never 
went out of fashion. 

You played as Hamilton Rourke - a 
walking hat with a few guns attached 
- and your companions included 
Yakecan, the impractical underboob 
lady who comprises 98% of Google 


B image search results for the game. 

On a mission to liberate an alternate- 
B timeline America from the grip of a 
despicable arms dealer, you had to 
leap around boxy environments, solve 
puzzles, ride steam-powered bikes 
B and shoot wrong'uns in the face. 

It might have had an interesting, 
steampunky setup, but the mix of 
muddy brown desert shacks, limp 
controls, weedy 
guns and a cast 
that seemed to 
have escaped from 
a sexist early '90s 
comic ensured 
mi that it was a terrible game to, 

^ y'know, actually play. There are 
years of experience and craft behind 
-the gunplay in Gears of War, the 
movement in Tomb Raider or the 
vehicle handling in Halo; Damnation 
is more a collection of gloopy 
features glued clumsily together. 


^It's just like the 
cowboy hat never 
went out of fashion^ 


fourth-wall-breaking offer of rewound 
second, third and fourth attempts 
might be brilliant, but it's the smooth, 
intuitive controls and fiendishly 
designed gauntlets that give it an 
enchanting, moreish quality. It's a 
game I might never tire of - my only 
regret is that I can't go back and 
experience it all afresh. Games this 
good, you remember all too well. ■ 


■9SB 

Hi 

[WHAT HAPPENEDNEXT^^^^^I 

The Price went emo and the series 
got darker, losing much of its 
charm in the process. 
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THE FINAL COUNTDOWN 




THINGS THAT WILL 
HAPPEN AT THIS YEAR'S E3 

Put your nice shoes on, because it's almost time for E3 2015. The games industry's most exciting 
expo is just around the corner, with promises of new announcements, new games and lots of men 
wearing shirts and jeans and talking about brands. Here are a dozen things we expect to see... 




A man will say, 

► ^ And it’s 
available to 
download... right now!” 

A man on stage will reveal 
that some sort of thing is 
available to download not 
soon, but immediately. 
The immediacy will cause 
the audience to shriek for 
three solid minutes. 


WSMA game about a fast car 

There will be a brand new 
game about a fast car. The car 
will drive very quickly and skid 
around corners. You’ll drive the 
car over a ramp to earn points. 
These points can then be used to 
buy extra wheels for the car. 

[IftSA game about a man 
with a gun 

There will be a new game about 
a man with a gun. The gun will 
shoot bullets into the man’s 
enemies, who will fall over and 
shout about how much they hate 
the man. The man, unfazed by 
this criticism, will continue on his 
gun adventure. At one point he’ll 
fall out of a building. 

[ilfMA game about an 
army man 

There will be a brand new game 
about a man who works for the 


army. His job will be to shoot his 
gun at the bad men who work 
for the opposite army. It’ll be set 
in the very near future, in a time 
when all soldiers have been taught 
to wall-run and double-jump as 
part of their basic training. 

[|MA game about a spaceship 

A studio will reveal a 
game all about a spaceship. The 
spaceship will fire both lasers 
and missiles. On more than one 
occasion it will fly into a cave in 
search of rare power crystals. 

The power crystals will grant the 
spaceship additional abilities, 
such as more lasers and missiles. 

Terrible whispers that 

come in the night 

A firmware update to the Xbox 
One means that terrible whispers 
can now be heard coming from 
the console’s HDMI port in the 
dead of night, their malignant 
voices indistinct and many. Why 
has this happened? 

[ffiAxboxes are shrinking and 

nobody knows why 

Microsoft’s chief scientist will 
reveal the upsetting news that 
every Xbox One is inexplicably 
shrinking at a rate of one 


f D 



I A man willjump in the air unconvincingly 

► A man will get so excited during the 
announcement of agame that he willjump in 
the air and punch the sky, forgetting momentarily that this 
isn’t a thing that real humans ever do. 



millimeter per year, like 
electric glaciers. In 300 years, 
today’s Xboxes will be the size 
of sugarcubes. 

HBMA trailer for a violent 
game will feature 
incongruous hacking music 

As an ironic counterpoint to 
on-screen violence, a trailer 
for a horror game will be set to 
incongruously cheerful music. 
You will hear a breathy, vocal 
cover of Dream a Little Dream Of 





mKM 


i A game about a wizard 

There will be a new game 
about a wizard. The 
wizard can drink potions to restore 
his mana. There will be an elf and 
also a dwarf The bad guy will have 
a massive horse. The game will sell 
seven million copies. 


Me as you watch a woman being 
chased by a ghost through an 
abandoned Walmart. 

|MM Just one balloon disaster 

This year we predict 
exactly one balloon disaster, a 
full eight fewer balloon disasters 
than last year. This particular 
disaster will involve an arena full 
of games journalists suffocating 
under 50,000 balloons dropped at 
the end of a press conference to 
raise awareness of balloon safety, 
as well as to mourn the loss of 
those who had died in 2014’s nine 
balloon related disasters. 

A game about dancing 

A new dancing game will 
be announced. The harder you 
dance, the more dance points you 
earn. In a fun twist, these points 
take up space on your hard drive 
and can’t be redeemed or deleted. 
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Fantasy Violence 


JOIN THE FREE BETA 

PROJECTSPARK.COM 


CREATE interactive levels, 
games and worlds. 


PLAYand remix a constantly 
expanding universe of games. 


INSPIRE and be inspired 
by Project Spark's unique 
gaming community. 



(M XBOX ONE 












gamesraclar+ 

One-Stop destination for games, movies, TV, and morel 



New Channels; Movies, TV and Cool Stuff? 
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